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Underwutide mapped out, 
Knight Lore reviewed - 
sensational Games 
of the month 

COMMODORE 64 

Ma JvoVodl 
Andpital plus hot tips on 
Arabian Nights 



AAJ 



Great plat form game listing 
ph$ the fowdmm on the Elite 



IMP 




GHOSTBUSTERS 




1TJ 



PRESENT 
LEE MAJORS 

in 



A' 



**cft 



Every single ELITE produ 
carries the unique !£LITE 
Hologra phic Sticker 
Make sure your copy 
does, its your 
guarantee of 1a 
quality. 
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A L COMPUTE 
A N U A R >Y 19-8 



GAMES 



SPECTRUM 



52 Knight I or? [hi fantastic 3D adventure from Ultimate. 
134 PCG's map of the massive Vndermirfde, with Knight fjtrc- our joint Game at the Month, 
Production Line- a great platform game for you to type in. 



COMMODORE 64 

Ghnstbusiersand Psi Warrior head the stack of hot reviews. 

130 MluHtrciit'd playing lips for Tales of the Arabian Sights, sincipital. Potty Pigeon, The 
Guardian. 

136 A remarkable map of the entire JOOO screen playing area of Quo Yadis. 



1 , 



St 



BBC/ELECTRON 

129 Playing tips on The Elite, Acorn soft" s incredible space blockbuster. 
9Qr Type in this remarkable BBC listing and get thai Monster Mania. 



ORIC/AMSTRAD/MSX 

5 1 Our fact ■ packed reviews of the latest greatest ti Ilea Mia rts h ert. 



GHOSTBUSTERS 

43 Win 25 games ai yaur choice pi us great Crfortdufler goodies in our magic competition, 




GAME OF THE YEAR 

36 The Hits and the Pits of 1984- a staling PCG special. 

1985 DIARY 

41 You want to know what I he New Year hold n? These ate uur entirely serious prediction*. 




WIH AN ARCADE MACHINE 

44 You could pickup a genuine Defender arcade machine in this ^ruji Task set competition. 



NOTICE 

BOARD 1 J 

Our letter lo vou, deiaik of a grt&i 
competition, the low down on ihe 
Faff (.'ui. and our guide la 

CuiHpulef-miiK jargon. 

BUZZ 1A 

l he Uteii news in the game world: 
L'llimate's '64 rc3eaie, Horace's 
gossip, and the mosl Informative 
charts in lawn. 



BYTE-BACK 25 

Your tellers to ut - tttolttdiflg • 
Hack from the fairer sex w re- 
spon«lo«ur appeal- 



COMPETITION 49 

They get juicier every munth - this 
lime you could pick up 25 prog- 
rams of your choice, or a genuine 
Defender a\xtdt machine. 




SCREEN TEST 51 

It ri i urn s oiost authonla live Raines 
reviews. Comments Irom Ihe PCd 
puni-l. Kftetifl *hols. detailed rat- 
ings. PCG hits, and {gitapl TWO 
Game* ul ihr Month 



w 

'J 



LIBRARY 9i 

Thi> muHiili we print twu great 
platform fcame listing for the 
Spectrum And BSC 

ADVENTURE- 
WORLD 111 

Five pages for adventure lovers 
from the While Wizard. Newv 
reviews., tips and helpline. 

CHALLENGE 
CHAMBER 111 

The rnom m i»hkli tike Ohamher 
Muster testa your high KMC*. ThJl 
month two mega-iappers fight for 
supremacy a I Bcach-heud. 




TRICKS r N 
TACTICS 1 29 

Superb pluying lips Irom us and 
from you. Plus maps of A n cipiistl. 
Quo Vaduand Vndcmurtde. 



FINAL 
CONFLICT 



146 



The results of move seven in our 
nail-biting nationwide war game. 



ARCADE 

ANCLE 152 

Review* of i HobH Cirtm Chtr 
fit. St4t forte, Kelirrw Of ihe frdi 
plus expert tips on Defender. 



GOOD BUT 155 

thf i«M of Nmii which hate ihe 

full I'l ii ,eal of .ippn.vdl I Me-il 
lnr jlhhr jnnsl papuljr iim rn- 
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CBS COMPUT I 
IT MAKES EVE 1 




f you're mk you'i stii need to be tougher: /f you're quck, you'J sttf need f be qucker: If you're 

smart, you? sd need to be snorter 

Because CBS CarputEr Sofiwore is here with EPYX-a range of a^slrategy prog-ams from the 

US. that wi mate whatever you've played be/bre fook fe ust a game, 






F/T STOP 

Trie trnfc ond sfufe of ihe 
race tracit where a spft 
Secsnrf con (Wi wrr; or 

lost and the pta^ cortufe 
ccr and p; crew, 



tMPOSStBlt MISSION 

IncectoJe grapho. sound 
end speech A speciscufar 
/■nurture oftuzze so'wjng. 
^cve'-tjre c'.':c a'code 
Kyte scion. 



flffEAKDANCf 

A! che muse and movement 
of the trtas ihdT's sweeping 
the ncion i*io^>h! skp ba^g 
on so yc^ TV screen. 



StUCON WAMHO* 

CoTcetton »n ;he wcmiW oj 
comput^-pflJSpra where 
LfVW$0J ±rtr"«Gt,on is Che pnz*. 



TEMPLf QfAPSHAi 

A classic mxtii/t of poetess 
trtMSures. nungry iwstera 
enri heroc deeds 




EPYX come ondskor cassette and, pr the first erne ft the UK, , bath systems ore available in 
one-sze packagng, cobur coded pr hardware corrpatatky 

EPYX from CBS Computer Software. They're good. Piay them and find out the hard way just 
ho// good. Lack out for the first egftt adventures new. 

CBS 

ELECTRONICS 

SOFTWARE 






JUMPMAN 

i^nnig, (vrnprv, dmbng: 
an rvmxtafe 30 atode 
gomes g6 rvtied into one, 

and sound. 



DffA&ONRJDfAS OF P€dN 

Sosed or a se^es of wsr- 
svbng novels, z'sga 
o.nfoCi'TtaltiTg graphics . 
cutttowi SfOBgy and 



3 D Qprrtot on the sur/bce 
af the moop twtf? tte /utwe 
offt»i« EfJrth at stoke 



FOR COMMODORE 64 



AvailaKe from 4' good software outlets. Authorised balers or*.- fitjrn; 
The Software Sales Serves, "V": 0-636 M3 3 M CUS CorrpLter Software. 
Ashbroo* House. 3-5 Rathtocne Prate, Loi*don Wl . 



Ties show no mercy 



Acorn so ft have now unleashed eight more mer^ 
eiless games (into unsuspecting BBC micro owners. 

Hanging from 'Gateway to Karos* where pulling 
a foot wrong could mean instant death. To the relentless 
antics of Drogna which could have you dying with 
laughter. 

G ateway to Karos. 
An adventure game in which vou"ll need all 
your patience and ingenuity just to stay alive. Your 
objective is to find the Talisman of Khoronz but, 
w hichever path you choose, you 11 be beset by treachery . 
Serpents lie in wait and magical phenom en ona are in 
abundance. Should you find the Talisman, you \ e still 
to find your way back- 

I .ab yrinth 

A superb real-time game with fast 3D graphics. 
As you guide Mork through the Labyrinth^ he'll have 
to eat fruit to keep going. Crush the Tiger-Moths, 
shoot the Rtt tor-hugs, dodge the Threshers and find 
the Magic Crystals which lead to new and more 
challenging levels of the Labyrinth. 

Tetra pod. 

You're in an arena littered with dormant lizards, 
killer bees and other hostile creatures with whom 
y o liTI have to do I >;i (lie to su rvi ve, But beware of your 
own laser bullets, as they bounce off the arena walls. 

Drogna, 

A game I or two pcopl e prefera hi y wit h devious 
minds. There are two vaults conUiiningdiamondsand 
your job is to collect and transfer them to your home 
base. ^ bile your opponent is out collecting you could 
sneak in and steal his loot . . , but keep an eye out for 
him doing the same to you. 

Crazy Trac er, 
An arcade sty le game where y ou re in charge of 
a paint roller. Guide your roller around a maze p| 
rectangles while evading monsters who are committed 
l.o destroying it, Cain extra rollers and bonus points 
by painting di fir rent object^ But you 11 have to avoid 
running out of paint 



Volcano. 



Mount Crona has erupted after 150 years of 
silence. And your mission as an Emergency Rescue 
Helicopter Pilot is to save sightseers stranded on the 
slopes. Time is of the essence as the lava approaches 
the sightseers. But you'll have to take time to evade - 
or shoot - t h e bo u I ders bei ng hurl ed from the volcano. 



Carousel. 

A re-creat i o n o f the fai rgro u n d s h ooti ng gallery 
- with a difference, Shoot down all the ducks, on Is 
and rabbits before you run out of ammunition. 
Watch out for the low-flying ducks. If you fail to shoot 
these, they'll steal your bullets and reduce your 
chances of success. 

Meteor Mission. 
On an alien planet are six stranded astronauts. 
Launch your capsule from the Mothers hip and b\ 
avoiding - or shooting - meteors and alien craft pick 
up the astronauts one at a time and return them to 
the Mothers hi p. 

All games - with the exception of C ate way to 
Karos which is currently only available on cassette - 
can be bought direct in either cassette ur disc form. 
You will find all these programs at your local Acorn 
stockist. To find out where they are. or In order bv 
credit card, simply ring 0933 79300 during office 
hours. 

Alternatively, you can order the games bv 
sending off the eou pon below to i AcornsofL c/o Vector 
Marketing, London Road,U^ellingborough. \orthants 
NN8 2KL Please allow 28 days for delivery . 



To: AcornsofL c/o VrHnr Marketing, London Road. 
Wellingborough. Northants NN8 2RL 
Please send me thr lolloping software games: 



PROGRAM 


Ol'ANTITY 


DISe/CASSETTE 


Gateway to Karos 




Kingdom of Hiiinil 






Efrtrapod 






1 irrtpnii 






Crazy Tracer 






Y'uKunii 






{ .aruust L l 






Meteor Mission 






TO'J VI 







Price Cassette: £9.95; Disc: £| I .j< I 



1 enclose PO/Cheque p< 


jyable to Acornsofl Lid. Or charge m\ 


credit chir^e. 


Card Number: 




• Ha Itlayuard/ Access (£)«lete) . 


Address 




Pftfiteode j 


Signal rp 


PGi 



Regfotcrbd N* 1524763 



VAT 215 8123 85 



>1C0RNS£rT 




REWRITE THE HIGH 



SCORE TABLES 



With the Gunshot, you'll have all your enemies cowering in corners. 8-directional action and an all-in- 
one moulded stem allows accurate annihilation and strength ro survive those all-night 
sessions. Dual fire buttons for fading fingers (and a rapid fire version when 
they 1 re really coming thick and fast). And, if you break it (and we know you 1 II 
try) our 12 month guarantee will prove invaluable. The Gunshot plugs directly 
i n to practically all popular home computers (ask about Vulcan interfaces 
for the BBC, Spectrum, Electron, C 16, Plus 4). Only £8.95. 
See the range of Vulcan joysticks and interfaces V 
at your local stockist... m/| r A 
well see you on the y U LL i^L I ^/ 
high score tables ELECTRDfHC5 LTD 




200 BKihTI STREET KENDON NW4 I BH TEL: 0 1 IQ1 6iU 




Prizes to be won valued up to 

£40,000 




Britain's number one best selling CBM 64 game (Gallup) has now got an even 

bigger prize to be won. If the winning entry is received in 
The Edge offices after the 100,000th copy of the game has been sold, then the 
winner will receive not only the Quo Vadis Sceptre (estimated value £10,000), 

but also £30,000 in cash! 

Also for the CBM 64 from The Edge: 



. ■ what a splendid entry into the market . . " 
most impressive . . . animation . . . almost cinema cartoon quality" 
"With more games of this quality, 
The Edge are going to be a force to reckon with." 

Rating 9/10, Personal Computer News, 3 November 1984 



31 Maiden Lane, Covent Garden, London WC2E 8LH Tel: 01 240 1422/7877 Tlx: 892379 SOFTEK G 

Thi» Ertj;*' is a division of Siihiik Internstiimui Ltd. 

Available from jncmd rumpnter stores everywhere 
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FAST LOADERS COMMODORE 64 



TAPE TO DISK 



r 




R.B.S. 



A NEW GENERATION conversion utility, developed from 
the acclaimed Hypersave-64, R.B.S. converts virtually all 
your long loading cassette programs to TURBO-LOAD, 
faster than the CBM dis* drive. Multi part and autorun 
programs are handled with ease. Converted programs load 
independently No additional hardware, no pokes, no SYS 
calls, no user knowledge required. Load The Hobbif in 
120 seconds. Tornado. Lightning load, Fastback now 
obsolete. R.B.S. will convert more programs than any 
competing utility. Cassette £7.50p. 



HYPERSAVE-64 

Retaining the flexibility which the programmer demands. 
Hypersave leaves you in control. 8 additional Basic 
commands . Sa ve , load r verify up to 48K continuous Ram at 
HYPERSPEED with full error checking. Converted pro- 
grams reload independently, Autorun facility. Hypersave 
also allows a small number of fast loading programs to be 
converted to Hype No ad. Reviewed in Your 64 issue 2 
Cassette £7,50p. 



r 




B DISKUS I 



Introducing the new market leader. This is the simplest to 
use and most efficient tape to disk tansfer utility yet 
devised. No program rewriting is required and transferred 
programs will automatically run when loaded. 

* For single, multi, and autorun programs 

* Automatic filename handling 

* Efficient use of Disk space 

* No user knowledge required 

Oiskus 1 will handle several program types which other 
utilities ignore, including headerless files. A bonus program 
is included which will transfer a number of fast loading 
programs to disk. Cassette E9. 



PRO-SPRITE 



Library, Editor, Animator for single and multicobur sprites. 
Joystick control. Packed with features. Menu driven. 100% 
machine code. Complete with your first sprite library. 
Gassete E7.50p. 



SECRETS! k GUIDE TO CASSETTE I/O CONT, 
PREVIOUSLY UNPUBLISHED SECRET 
in FORMATION, FAST DESPATCH GUARANTEED, 

GHCQUE/F. 0. OR SAE TO: 



DOSOFT 

2 Oakmoor Avenue 
Blackpool FY2 OEE 



DE SftWlS I IS- £9L 
ANY TWO OF THE REMAINDER JUST E9.S3P, 
ALL THREE ONLY £ 1 5. OOP . 
Ail PROGRAMS SU PPLIED WITH FUU 
INSTRUCTIONS AND MAY BE TRANSFERRED TO 



With Primary Imbalance 



10 PC GAMES 
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See the pack- see the screen- see the game. 
See the difference the moment you pick up one 
of the games from Firebird's new Silver Range. 



The difference is that our packs show the high 
quality you'll see on the screen when you play, 
so you know exactly what you're buying. 



Here's a sneak look at three of the NEW games 




RUN BABY RUN 

RUN BABY RUN is a demanding cop 
chase around five derelict locations, 
You r the getaway driver must dispose 
of six pursuing police cars and elude 
the seventh car s fire power to make 
good your escape. It's not as easy as 
it sounds.,. 




BOOTY 



Well shiver me timbers and splice the 
mainbrace and pass the grog, me 
hearties. Here be the greatest pirate 
adventure of them all, aboard that 
scourge of the Seven Seas - the dreaded 
Black Galleon. Feast yer eyes on the 
BOOTY- ful treasure stored in 20 holds. 
There be pirates, parrots and fun galore, 
if you don't like it, matey we'll hang you 
by the highest yard-arm!!! 



CRAZY CAVERNS 

Ten Crazy Caverns, ten hungry mouths 
to feed. Line up the Crunchy Cubes 
and cannon them into the Craving 
Craw Watch out for the Crazy Crashers 
corning to convert your littfe Cubey 
Crammer into a Crushed Crisp. It's a 
cracker! 



Look out for these games in the FIREBIRD stiver range at selected high street stores. 

SPECTRUM: THE WILD BUNCH ■ BOOTY ; MR. FREEZE - TERRA FORCE • VIKING RAIDERS MENACE ■ EXODUS • RUN BABY RUN CRAZY CAVERNS • BYTE BITTEN, 
COMMODORE 64: SOOTY ■ MR. FREEZE EXODUS • HEADACHE • ZULU ■ GOGO THE GHOST 
VIC 20; SNAKE BITE MICKEY THE BR1CKY. 

BBC MICRO B: BIRD STRIKE GOLD DIGGER ACID DROPS ■ DUCK 1 ■ ESTRA ■ THE HACKER. 




The same high standard applies to all twenty 
games in the range and all are available at the 
remarkably low price of 





SOFTWARE 



The new range from British Telecom, \£/ You'd better believe it!!! 

FIREBIRD SOFTWARE, WELLINGTON HOUSE, UPPER ST. MARTIN'S LANE, LONDON WC2H 9DL TELi 01-379 6755/5626 
Firebird and the Firebird fogo are trademarks of British Telecommunications pic. 



^X^jL^d THE BUG STOPS HERE! 




FLYER FOX 



COMMODORE 

64™ 



A 3-DIMENSIONAL PERSPECTIVE FLIGHT-COMBAT GAME 
WITH THE ADDED DIMENSION OF SPEECH 

Flyer Fox, a one-player; 3D simulation, is part of Ty mac's Game Gems series. Fast arcade action combined 
with dazzling, high resolution graphics and software generated speech puts you right in the game with an 
impact you never thought possible! 




Tymac Talkies— No Extra Hardware! 

Sitting in the cockpit of your sleek jetfighter, you escort a commercial jumbo jet through the once-safe 
international skies* Suddenly your scope lights up and the reason for your presence streaks by. A Mig 
fighter has ruthlessly opened fire on the helpless airliner. It breaks off and you give chase. You track him on 
your scope. You veer left. You fire. You veer right, The ground zooms past. He tries to evade, but you 
doggedly follow, knowing that you must not allow him to complete his mission of destruction. Suddenly 
you receive a may day from the airliner - another Mig is attacking, Afterburners, blazing, you streak back 
to the rescue, in defence of freedom of the skies! 



AVAILABLE FROM: BOOTS, WEBSTERS, MICRO DEALER, MICRO DEAL, 
AND OTHER LEADING DISTRIBUTORS AND ALL GOOD SOFTWARE DEALERS. 



WATCH FOR FORTHCOMING RELEASES 

INCLUDING 

GANDALF SORCERER 

SPECTRUM VERSIONS AVAILABLE" SOON 

TRADE DISTRIBUTOR ENQUIRIES INVITED! 

TYMAC lUK} LTD 43-48 NEW STREET BIRMINGHAM 021-6438899 



GANDALF 



YOU MARVELLED AT BEACHHEAD... 
NOW ACCESS PRESENT THEIR LATEST MASTERPIECE: 



T 




mhtf 




* f f * * * 



• ■ IU| IMI • ■ 

=ffiAfTlfiiifri=}* 



The most breathtaking 
3-D graphics yet seen on 
the Commodore 64! 



iodore64! 



Gripping arcade action 
Multiple scrolling 




Dealers! For information on how to become a U.S. Gold Stockist write to: Cent re Soft, Unit 10, 
The Parkway Industrial Centre, Heneage Street, Birmingham B7 4LY. Telephone: 021-359 3020. Telex: 337268. 
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PC GAMES IT 




+ 

Sparks 

Marks and Spencer have 
joined the growing number of 
high street chain stores stock- 
ing home computer software. 
Initially, only Spectrum soft- 
ware is being stocked . 

The first three products are 
all two- cassette packs retail- 
ing at £6.99, Start to Program 
is an introduction to comput- 
ing. Games Maker, written 
by Quick si tva, is a games de- 
signer and the Games Pack 
contains two games - Fear- 
less, frank and Frozen Pen- 
guin - converted from the 
BBC. 



EMULATOR? 



WHAT 



EMULATOR? 



The Commodore emu \o1ot , re-portisd in 
our June issue, seems urvlikdy lo ever 
see ihe port of n Commodore 64. ftiod 
Kaffor of Video Vauh, who were to *ell 
'he- emu ator, says he he* strll nol se*fl a 
working version of the hardware. 

After si* month* without action it 
vwmi rhcrt ihe development difficulfie* 
mentioned in June hove r*Ql been over- 
come. However, Video Vaufi still hold 
the righfl to the machine and may still 
release it if it ever mater ialises. 

In the meantime Spectrum emd Com- 
modore o4 owners will kjve to continue 
to bkke* over the quailly af software 
availabltf for each machine. 



All the latest noises in the 



Football Manager 
winners 

"WELL, BKIAN, what a great competition that was -*100 
w inners each picking up a copy of Football Manager for their 
micro.' 

What w ere the answers, jimmy? I couldn't work them out ' 

It was Manchester United who paid the most for a player - 
for Bryan Robson And the scorer of the SUPERB goal against 
Brazil was John Humes 

'What about Mark Hately Jimmy? He scored too.' 

'Not as superb a goal, though, Brian, Sneaky question, that, 
But almost everyone got it right. And the last answer - the 
latest Scotland-England score was Scotland 1 England 1. 

So who were the winners?' 

They were the ones who worked out the funniest new 
names for KEVIN TOMs, Football Managef $ creator. Most of 
them were pretty disgusting, Like KEN VOMITS or MIKE V 
SNOT. We also had VIM TOKENS, VENOM KITS, SMOKIN 
VET and even ME SKI ON TV. Here are the winners, each of 
whom will be sent their program direct from Addictive Games, 1 



Andrtu- lienor* "vtcxH.".^^ : Paul 
Qtunn, Dumbartonshire: El | Parry, 
□ liiiii.jii Simuri Monk, London Stfvtrt 
Henck-rv.m fin! third: Dominic Si i ■> i h 
Harrow : C Garbull, Basildcm. Errol Ahra 
ham. 1,i>ndi.:n. Harry II Taylor, Fnlki^toiW 
John Oj'cht. DoncastiM. Devin |otie* 
Lticfstcr: Andrew Kcmpsler HiywumJ 
Paul Whit chouse, Reading; QtrtfcbnCq 
Manini, Gia.^>w Steven I iowanJ \ .r-.: r - 
toft, Alasfaif Cook. Siriinraer; Utfvid fl*H 
Glasgow; Michael Smith, rludilerelidcl. G A 
rtblchen, Cm I Crick Garrison, N. Ywks: Gra- 
ham Shjickic, Bollun: Graeme Lurring. Co 
Fermanagh: Adut INcwIon. Karpcndcn, 
famv4 Hunt. Mcrshum Duvbd Rowles 
Bjgfuift; K Ifindlr. E^jullon k'-Fyldc, Paul 
(ohnMn. Palters Bar, Cethin Thomas l.on 
dun Andrew Houston Aberdeen. Andreu 
Sharpies. HrarcihuiJ] Jonathan l.atcin Wir 
ml; Keith Harris rvasibimrrve: DavM 
Emrnry. Coventry. K Stricltsnn. Uxhtidgn;; 
Robert Irons. FamboruiiKh, ftluari WiJvin 
Sunderland; Stephen He*lon, Sun&rtaflt] 
| axon vVmilJi-nZnifl I .-.niwrrrh. Paul Leb- 

rasse, Isle^irth. Nick WUson Bridlington; 
Gar> Mjji:ke>. N^ihiihIkijti. Dennis John- 
son. Itaylngh. Andrew Sharp. Olasguw; 
Adi i.in Murphy f r ■- i i ^ntunio Cusjno. 
London; Oliver Mora WcFwyn; Mkhael 
t iimpbell, M>d Lothian. Christopher Hal- 
ligan Malvern; Richard □allon, Stockport; 
Norman To r Fife; Garcih Hufthev Clw vJ M 
Handle? Wcsl Bmmwi i Ji Anlhony Dohen. 



I Sitvtn Archer K.. m. Steven 

Too van. Lords; Simon Harrisan, Tuitagel. 
1 ■ hj i <- C I emeu I in. :i! 3 1 ■ 111 i \\ry.t: r .1 1 d 
.London; Andrew Wood. Co Durban; 
Robert Dodson, Eirniirijilidtn, Van} Dug* 
gleby Horsham: D Keflttey London; 
Robert UUhgan Farrihtsrtjunh'. Tim Lcgge 
Ekrkhamstcd David Burden, Tiverton; 
Bryden Darteji. Slverborne, Michael Dag- 
ley Chtthirv, Dunpcf Robin»un. Leiintins- 
ion, John HuoJty. Twickenham; Shailcn 
Ih.iurar, London. Avril Greenland, Lijo 
don Mr |ohnier. London; Ivor Gray, GEas 
gj>w. Jain Stewart, Edinburgh, M Lloyd. 

Ne*taslle upon Tyne. Philip S^m nv, 

CasCk'turd: Jeffrey Fawthrop, Un3eboroygh- 
Dafj'dd Lloyd. Wcsi Glaninraan.: Martin 
Robinson. Iskworth; Duncan Uwrcn« 
Cwm TaJwfi, Graham Warder, Rickrtvuns- 
worth; Marco Giacomdli. Aylesbury, 
Nicholas Smith %tat(l*nhead: Stuarl Lee. 
Leicester, Mark Bowcn Sidrup: Gary 
NiiHflt. I 'nili'.' Win^ Yik, rwickenham 
Richard Suiter, Peterborough Treior Ro- 
ger!, London: Chris Webb. 5 Wales: |arnes 
l.kbnifi Livingston; Leslie Blackmail. Old- 
luin . Alan Scoit. NcwcastJe; upon Tyne; 
Arthur Ballanryne Hamittun, Michael U'il- 
liams. London Bam MacJoughhn, Weyb 
ridge; Christopher Man. Twk'kenham; 
Kevin Queenan. Clyderxiok; Wayne 
Arthur, Rotheriiatn. Alan Purley: .in ■:• 
Paul Williams. Taw worth 



ULTIMATE 

TITLE HITS '64 



It was the moment Commod- 
ore 64 owners have been 
longing for, Spectrum owners 
dreading. Ultimate, the num- 
ber one British software 
house, have at long last come 
up with a 64 release 

What's more it isn't just a 
conversion of one of Ulti- 
mate^ famous Spectrum ti- 
tles, but a genuinely new 
game 

The Staff of Karnath can 
be described as a 3D arcade- 
adventure. The idea is to ex- 
plore a castle in search of 16 
pieces of a key. The player 
faces numerous enemies and 
must use a range of spells to 
stay alive. 

The screen display has an 
original look to It the 3D 
display allows the main char- 
acter to move forward and 
back as well as left and right. 
But it is questionable whether 
the graphics overall will have 
as much impact on '64 own- 
ers as previous Ultimate 
games have had on the Spec- 
trum 

PCG will be rcviewijig The 
Staff of Karnath in the next 
issue, It comes in Ultimate's 
colourful, large packaging 
and costs £9.95. 



Exclusive 



Karnath 



competition i 




The mapping of L 1 1 lima It. 1 yam us 
is fast becoming a national pas- 
time and now '64 owners can 
join tin. 

We've fixed up a greal com- 
petition with Ultimate to try to 
(rack down the bes< possible 
map and playing guide to The 
Stuff of Kxrnsth. The winner 
will gel a specially made Kar- 
nath trophy - 

To enter jusl post your map 
and guide to Karnath Competi- 
tion. Persn iul Computer 
Gaines, 62 Oxford Street, Lon- 
don W1A 211G. The closing date 
is January 2L 




CROWTHER JOINS 



Wandering programmer Tony 
Crowther, cwthor of such J 64 U\H as 
yWortry Mote ond Suicide Expr&ss, 
has settled down wirh Wizard De- 
velopments of Sheffield. 

After his rTioeh-pubiicised splils 
frorri Alligata and then Gremlin 
Grapttic5 r Crowfher ha^ joined on 
old friend,. Roger Tayior, a* o 
co-director of Wizard, a company 
beif known for its hardware — it 
produces tfie Joy Rom and a joys- 
tick interface for the BBC. 

Crowther is working on a new 
'64 game, to he called Griffon, 
whidi the company hop£>. to have in 
the shops soon for around £7,95, 

Further plans include work on the 
Commodore 16, conversions to the 
Spectrum and moves into the Amer- 
ican market. Crowther also soid 
thai he intends to 'lake an interest 
in the hardware 5<de and the bu si- 
ne^ side of Ihe company'. 
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humming world of micro games 




Boulder 
Dash on 
Spcccy 

The triumphant arrival of Bout 
der Dash on the Commodore 64 
has been closely foil owed by its 
release on the Spectrum, 

The Spectrum version has been 
programmed by Front Runner 
and sticks closely to the 64 ori- 
ginal with all 16 screens and 
intermissions. The scrolling effect 
has also been reproduced, 
although it isn't sq good on the 
Spectrum and Rockford can fair- 
ly easily run off the edge of the 
screen. 

The graphics are still excellent 
though and this highly addictive 
game should soon be inflicting 
sleepless nights on Spectrum 
owners. 

It should be available now at 
t! 7.9-5 1'rom From Runner 




Jeff M inter doesn't spend all his time writing programs or 
playing Star Raiders. He's got to relax some time* and find 
trie inspiration for an other bizarre game. 

Here he is wearing an awesome hat and soaking up the 
vibes from a cuddlesome Llama in the wilds of Peru. It must 
have done the trick* because Jeffs been 'working like a 
demon' on a new game, the idea for which came I o him on a 
bus in South America. 'The music's a treat', he says* The 
game will look nice, sound nice - but play meanly' he warns 
us. We can't wait 



MOVE TO THE GROOVE 



Giant record and entertain- 
ment company, CBS, have 
launched into the home com- 
puter soft wit re market with a 
vengeance. 

Their six new releases are 
now in the shops, selling at 
JL'8.95 for the cassette versions 
and Jl 11.95 for disks. All the 
games are for the Commod- 
ore 64 and have previously 
appeared in the U.S.A. on the 
Epyx label. 

The games include the 
road-racing game \ Pitstop, the 
platform game fumpman. 



IS WIZARD 



V 




0 P re paring f bw§y 



and Silicon Warrior and 
Dragonriders of Pern - a 
blend of strategy and arcade 
action hased on the fantasy 
novels by Anne McCaffrey, 

Impossible Mission is an 
arcade adventure in which 
you have to prevent the evil 
Elvin Atomsmasher from des- 
troying the world. Break- 
dance is just that; you have to 



move to the groove mid hop 
to the beat in on attempt to 
win a contest of break in' and 
poppin' against other slick 
movers. 

CBS plan to release games 
at the rate of three or four a 
month during 1985 and are 
considering the possibility of 
conversions to the Spectrum 
for selected titles. 



Creative 
Sparks 
jobs shack 

Creative. 1 Sparks haw made their 
in-housc team of 18 programmers 
redundant and are now relying 
on uui&ide development for iheir 
future games. 

Gordon Keed, Creative Sparks' 
spokesman, denied thai the re- 
dundancies meant the company 
was in trouble. 'In fact", he said, 
"we've done better than expected 
this year." 

Me exp] ained I lie move as a 
rati unalisat inn of Creative 
Sparks' plans, adding that I he 
figures fust didn't match up' be- 
tween expected revenue and the 
cost of maintaining a large in- 
house team. 

Creative Sparks' next releases 
before Christmas are an MSX 
version of Danger Mouse in the 
Blctdi Forest Chateau and 
Leonardo, a graphics utility for 
the Spectrum. 

Before Easier 1985 they expect 
lo launch six programs, three i>i 
which will be conversions and 
three will be new. these new 
games will include an arcade 
adventure for the '64 whh over 
2,000 locations and a Spectrum 
game, provisionally called Roi- 
tergoai featuring skate-born men 
in a dangerous Rame 

Return of 
Chariot Race 

Chariot Race, a PCG Hir on 
the unexpartded Vic back in 
April '84, looks set to make its 
debut on the Commodore 64 
early in 1985 - in an en- 
hanced form. 

The game involves a race to 
the death against other char- 
ioteers in a Human arena. On 
the Vic the action was viewed 
from above. But on the '64 
the players will have a grand- 
stand view t giving something 
of a 3D effect. 




WHISPERING 



A load of tosh ? 

A hundred quid's not much 
to me - I often spend that 
much on luncheon - but 
there are those who might 
think its a significant amount 
of money. Especially if it's the 
difference between what a 
computer costs before Christ- 
mas and what it costs after. 

My mole deep in the heart 
of Thofn-EMI, distributors of 
the Toshiba MSX computer, 
assures me that prices of the 
MSX machines will tumble in 
1985 - by 1100, hri ngi ng them 
down from £279 to £179. 

This is stirring news for the 
nation's gamesters, said I, 
reaching for the phone to 
confirm the details with one 
of those MSX companies. But 
what did the Japanese fellow 
on the other end say? "No, 
there arc absolutely no plans 
for price cuts next year.' 

Horace just doesn't know 
what to think. 

Royal cheek! 

Don't spread it about but I 
happen to be quite well ac- 
quainted with certain mem- 
bers of the Royal family. 



Hence I was scandalised to 
hear of the release of a game 
called Dfs Baby. Surely, I 
thought ; it cannot be about 
that charming lady married to 
my old school school chum 
Charles, but horror of horrors 
- it is. 

J have bought a copy of the 
game, purely so that I could 
defend the couple of course, 
and was shocked at the fac- 
tual inaccuracies. The prog- 
rammer obviously can't 
count, they've got two kiddy- 
winks not one, and the Palace 
potties are very well trained. 

In fact, I'm so annoyed that 
J think 111. go and have 
another game to get it out of 
my system, 

Ploying Havoc 

Those naughty boys at 
Dynavision aren't exactly 
playing fair with you Spue 
trum owners. On the back of 
the Havoc packaging for the 
Spectrum version are screen 
shots of the Commodore 
game, 

A little note tucked away in 
small print at the bottom says 
that the Spectrum display 
may vary from these. This is a 
bit of an understatement 

Come along now chaps, it 
just isn't cricket. Anyone 
would think you had some 
thing to hide. 

The Ultimate recluse 

Heard about the nationwide 
telephone game that takes 
place every time an Ultimate 
game is released? journalist 
hacks from a score of compu- 
ter rags dial the Ultimate 
phone number in a frantic 
attempt to talk to Tim Stam- 
per, the only person able to 
fill in details authoritively ab- 
out the game But do they get 




If you're wandering 
around the HMV shop in 
Oxford Street and hap- 
pen to pick up a Master- 
Ironic game - watch out, 
you may be pounced on 
by manic photographers 
with menacing flash- 
lights. 

The first victim of this 
practice is Cliff Levings 
{pictured} who while in- 
nocently buying Chiller 
discovered he was Mas- 
teronics millionth cus- 
tomer and was merciless- 
ly caught red handed. 

Cliff goi a £200 Com- 
modore disk drive which, 
as you can see. pleased 
him immensely. Horace 
advises that you wear 
dark glasses nest time you 
buy a game to avoid being 
recognised. 



TOBY AND THE PROF 



to talk to him? No they donL 
'I'm sorry. Mr Stamper's in 
a meeting. 1 

Tim won't be in until Mon- 
day. 

'He was here on Friday, but 
today he's away.' 
l He1l be in Software all 



Bv Phil Elliot 




afternoon Can't be con- 
tacted. 1 

Sorry, Mr Stamper's just 
popped out. 1 

I hear this journal finally 
made contact only after 13 
successive days of dialling - 
that's five more days than for 
the release of Sabre Wu//and 
three more tha n A tic Atac. 

Still, if your games are 
spiffing, who cares if the old 
public relations are a sham- 
bles? 

Butler on the loose 

Times arc hard, and nowhere 
more so than in Liverpool 
where once the games biz 
seemed to promise young 
men a lifetime supply of Pors- 
ches and champagne. 

Now, Horace hears, ex- 
Imagine man Mark Butler is 
tramping the streets in search 
of the chance to earn an 
honest penny. Software Pro- 
jects were unable to help. 
Bug-Byte couldn't find an 
opening - even though 
they've just lost John Philips 
to Prism. 

Can somebody please find 
a job for this young man? 





T JHJ 


RELEASES 



US IMPORT 

Software Projects have 
produced a Spectrum version 
of Lode Runner from the US 
company Broderbund. The 
game was a best seller in 
America and has a special 
generator that a!low r s you to 
alter or create screens. 

PYJAMARAMA 

Pyjamarama, PCG Game of 
the Month in November, is 
now being released on the 
Amstrad. The game costs 
£8,95. 

BOARD GAME 

A new computer assisted 
board game called ATRA M 
has been released to be 
played in conjunction with a 
48K Spectrum. Thegame is a 
battle simulation using the 
computer as an assessor of 
the action. 11 is distributed by 
Webstcrs Software at a price 
of £19,95. 

SPY v SPY 

Beyond's computer game ver- 
sion of the Mad magazine 
cartoon Spy v. Spy should be 
in the shops now for the 
Commodore 64, price £9.95 
cassette and £1 1 .95 disk, 
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When you're up against all the evil in the universe, you 
need the finest joystick. Weak, sticky; slow controls 
can only lead you to your doom. 

You need a Wico." The controls in more than 500 
modem arcade games are actually made by Wico:* They set the 
industry standard for durability and performance. And the. same 
a rcade quality goes into the Wico* you take home. 

Wico* joysticks work directly with the 
Commodore 64™ Vic 20,™ all Atari* Home 
Computers and Atari" Video Games. 

Add an interface, and you can connect into 
a Sinclair Spectrum or Apple N* and lie." If you 
have a new MSX computer there's the just 
released MSX Grip Handle for you. 

What do voi i get? A man-sized ha n d le 
on a virtually unbreakable shaft, Tough, 
ultra-sensitive Wico* switchgear. A heavy- 
weight base. A years guarantee. And more she? 



dodging, chasing and blasting power than ever before. 

The Wico* range includes the famous Red Ball,™ straight 
out of the arcades. The Three Way Deluxe w ith interchangeable 
handles. The tight but rugged Boss. And check out the state-of- 
the-art Trackball: many owners use it for serious programming, 
where it gives them effortless cursor control. 

Ask your dealer to let you handle a Wico." Quality 
(you 1 II find) costs money 

But if you want to have less trouble fighting your 
controls, and more power for fighting the 
I forces of darkness , . . only Wico* is worthy 
of vour hand. 



CGL HOUSE, OOUDWGS HILL, LOUGHTOri ESSEX 1G10 2RR. 0!-5<l8 56(1), L0OKFO 




WICO 

THE FINEST HAND CONTROLS 
IN THE KNOWN UNIVERSE 



O NAME IN AIJ.C.KX H > SH( >PS AND CATALOGUES. 
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six-yard box. There 
is no time to control 
the ball your player must commit himself 
to a snap shot on goal. . . 



SPECTRUM 48k 



Match Day is as competing as 
soccer itself, you will marvel at 
the depth of play and hall control 
offered only in match day . . . 
Shoot to win! 

SreCTRUM48k 



locecni 7-95 



Ocean House - 6 Central Street - Manchester M2 SNS Telephone 06 1 8326633 Telex 669977 
Ocean Software is available from selected branches of: WOOiWORTH WHSMiTH ^IS^'/^SSESEI LA SKY S . Rumbe lows . 



Spectrum Shops and all good software dealers Trade enquiries welcome. 
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ULTIMATE 
STORM 
THE CHARTS 

THE ONLY SURPRISE about the charts this month is that 
Ulti mate's new games are numbers 1 and 4 instead of 1 and 2 
The explanation is simply thai the release of Knight Lore came 
just before Hie charts were compiled. Louise Stamper of 
Ultimate said that the two games were the best they had yet 
produced' and that even better things were to come. l We hope 
Knight Lore will also go to number one,' she added, and who's 
going to argue with that? 

Also zooming in from nowhere to the top six are Eureka!, 



Raid Over Moscow and Tir Na Nog leaving the previously 
all-conquering Daley s Decathlon at number five. 

There's no keeping a good arcade-adventure down and with 
its release on the Commodore 64 Jet Set Willy has started 
climbing aga i n , back to n um ber ten . 

As Christmas approaches compilation tapes like Select 1 
and Cf i art buster me. doirijj, well. 

N i liable casualties this month are Wanted: Monty Mole and 
Sabre Wulf, but watch out for our little sword -wielding friend 
after his imminent appearance on the BBC. 

Two budget games are also doing extremely well with 
Chiller from Mastertronic hanging in there and Booty from 
Firebird making an impressive entry 1 , 

Nexi month's tip for the top? Sure you don't need us to tell 
you that! 
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Your favourite bell ringer, 
the all-conquering Quasimodo 1 ! 

leaps back into action 
on another breathtaking 
epic with Esmerelda! 

Another superb 
Ocean extravanganza! 



i 




Ocean House 

6 Central Street 

Manchester M2 5NS 

Tel: 061 832 6633 

^^^^^^^^^^^ 

Ocean Software is av^ubble from selected branches of WOOLWOftTH \\ HSM 11 1 1 

Spectrum Shops and all good software dealers. Trade enquiries welcome. 
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BYTE-BACK 



SAMAMTHA HEMENS replies to a selection of letters from our ever-growing mailbag* Irs great 
hearing from you, even though we can't always give individual replies, Write to: Byte-bock, 
Personal Computer Games, 62 Oxford Street, London Wl A 2HG. 



Young talent 

On a recent wet and gloomy 
Sunday I was idling away 
the hours blasting camels on 
Jeff M inter's Attack when my 
son, who had not played the 
game before, decided to take 
over. After an hour or so of 
practice he was regularly 
clocking up scores of over 
two thousand (yes, two 
thousand). Aha, T hear you 
say, so what's special about 
that? Well, he's five! 

Despite the fact that most 
of the participants in your 
Challenge Chamber are in 
their teens, perhaps you 
might like to consider a 
'junior' (perhaps toddler' is a 
better word ) C ha ] 1 e nge 
Chamber. 

I dread to think what to- 
day's five year olds will be 
doing with home computers 
in ten or fifteen years 1 time; 
the mind most definitely bog- 
gles! 

PS, Your magazine beats all 
the other games mags out of 
sight! 

D Farrow, Hessle T 
N Humberside 

Not a bad idea, Mr Farrow. 
But age five is the limit. The 
Challenge Chamber doesn't 
have room for prams. 

Work and play 

How sad and pathetic to read 
the letter from M Ah erne last 
month, about how he can 
only save 50p a week to put 
towards games for his com- 
puter. So who cares? And 
who's he to c6ndemn people 
who buy a game a week. 

I work 70 hours a week and 
buy one or two games a 
month but 1 don't moan and 
cry about it, What does he 
want? Game distribution to 
the hard up, or a limit on how 
much software a person can 
buy a week? 
D Henry, Ley ton 



WOMEN ARE OK, OK? 



Bel you've had hundreds of 
letters from us 'superior 
beings', ie females, since your 
Memo in November PCG. 

You see, we're all so busy 
running homes, offices, the 
country etc, plus writing ter- 
rific programs that we just 
don't have time to write to 
games mags. We only jusl 
manage to find time to read 
them! 

You've got three fans in our 
house, and we're all female 
(shocked gasps from all 
chauvinists). And all avid 
adventure players, so we real- 
ly appreciate the White 
Wizard. 
Liz Tom I ins on, 
Havant Hants 

Equal opportunity 
sapping 

In response to your frenzied 
plea, here I am - 101% 
woman! 

Well now, it s all very well 
for you to sit there and say 
'come on girls' but you ought 
to try it! I'm fed up with 
getting the cold shoulder 
when T go to buy software, 
too many retailers look down 
their noses and frown, as if I 
don'l know what I'm on ab- 
out. 

When 1 got my Spectrum, I 
was conned into a cassette 
recorder too, because I was 
told the computer wouldn't 
work with a radio/cassette. 
Ha! The r/c works perfectly 
with my computer whereas 
the other won't load any- 
thing. 

Don't get me wrong, I'm no 
women's lib freak, but life 
isn't easy - take the arcades. 
In I go and see what? Yep, 
dozens of blokes hogging the 
machines, flexing their joys- 
ticks and concentrating in all 



directions. If I should dare to 
insert coin', I'm instantly sur- 
rounded by 'em all waiting 
expectantly for a rapid loss of 
lives! 

We females are very in- 
terested in arcade and com- 
puter games so for God's sake 
shove over and give us a 
chance! 

Well, I'm off now to bath 
the canary and wait for the 
insults to come pouring in. 
Alii, Dym church, Romney 
Marsh 

Look out CCS! 

We have just finished knitting 
out favourite dollies some 
brand new pink dresses 
(cringe! cringe!), and thought 
that we would write to you. 

We think your magazine is 
wonderful, because of the 
pretty pictures, but we do not 
understand the complicated 
words like 'Basic' and 'Goto' 
(ooohh!). 

Our favourite game is Di- 
amond Quest one of the 
'Games for Girls' series, be- 
cause it has very pretty pic- 
tures and no monsters or loud 
noises which might scare us 
(aah! quiver! shake!). Alas, 
they arc not too difficult for 
our diminished intelligence 
(fume!). We would love to 
show CCS, in person, what 
we think of these games 
(THUMP! THUMP!), Must 
go now because our copy of 
Twinkle' has just arrived - 
Yippee. 

Sarah (BBC Model B) 
Ormes and Kirsty (Com- 
modore 64) Lewis, Princes 
Kisborough 

WOW And this is just a 
selection of the tons of mail 
we've received from irate 
females everywhere. Come 
on lads give us a break! 



I Perils of panel 
reviews 

You undoubtedly get lots of 
software companies who 
complain about reviews given 

I to their games, but J felt 1 had 
to reply to the review given to 

| Perils of Bear George in your 

I November issue. 

The main reviewer, Martyn 

I Smith, liked our graphics, 
sound and game idea but 

I rated it poorly because it 
'does not increase in difficul- 
ty 1 and 'requires little effort'. 
In the same review, Peter 
Walker and Richard Boniface 
say Bear George is too hard 3 ! 

My point? How can poten- 
tial buyers make purchasing 
decisions based on such ex- 
tremes of opinion. You have 
many games to review and it 
may be a very difficult task, 
but a poorly considered 
games review section is the 
worst thing a software maga- 
zine could be accused of. 
Don't let it happen to PCG. 
Peter Hardingham, 
Cheetah soft, London 

We think thai readers 
should know when there s 
an honest difference of opin- 
ion over a game. That's the 
whole point of having a 
panel, rather than just single 
reviewers. But we do try to 
iron out absolute contradic- 
tions. 

Spoilsports? 

Personally I think your Tricks 
n' luetics section in PCG is 
stupid. W r hat on earth is the 
point of buying games like 
Sabre Wulf and Trash man 
when you are told how to 
complete the games. Surely 
the enjoyment in such games 
is to find out things and com- 
plete them yourself. 
Jeremy Burrows, Doncaster 

The VnT sect km was in- 
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corporated in the mag due to 
popular demand. We've had 
loads of people writing in 
asking us to do tips on va- 
rious games. If you're stuck 
on a particular game, they 
can be very useful. Of 
course, if you don't want 
help you can skip the pages. 

Revenge of 



Please forward my sincere 
thanks' to the Vulture for 
giving mc tips on how to 
cheat at Revenge of the 
Mutant Camels on the CBM 
64. 

I did as he said, connected 
the two pins of the user port 
and my computer decided to 
break. Now I'll have to wait a 
month for it to be repaired! 

Ian Armstrong, 
Tyne and Wear 

Well Ian, we didn't recom- 
mend it - sorry about your 
computer though - at least 
you'll know not to do it 
again. 

Machine 
availability 

In your magazine, there's one 
thing that continues to annoy 
me. This being that a game 
may be made for both Com- 
modore and Spectrum, or 
BBC and Electron yet you 
always put it under one categ- 
ory. This has the effect of 
making people think it*s only 
made for one machine. 

The second thing I thought 
you might like to know is the 
way in which 1 solved the 
anagrams in your competi- 
tion. 

I wrote a small program in 
Basic to input the letters in 
the anagram and then print 
every available combination. 
I then just had to watch the 
screen until the correct com- 
bination of letters came up! 

Colin Golditi, Eastbourne 

We do try to find out whether 
the games we receive are for 
more than one machine, but 
sometimes they do slip 
through the net In many 
cases the software com- 
panies themselves, fail to in 
form us that the game is on 
another machine. 

As for your other little re- 
velation, all we can sav to 
that is- CHEAT!! 

Kokotoni cock-up 

Having read your review of 
Kokotoni Wilf in the Novem- 



Stop the micro 
slanging match! 



During the four years I have 
had an interest in home mic- 
ros ! have read many different 
computing magazines. I have 
also used several different 
computers and own three. I 
have a good old ZX8 1 , a Vic 
20 and now a Commodore 
64. 

Up until now I have never 
actually written to a maga- 
zine. So what has made mc 
write now? Well, it is the 
constant slagging off of diffe- 
rent computers and software: 
silly and immature argument 
such as l my Spectrum is bet- 
ter than your 64.' This has 
been going on in the many 
letters pages of different 
magazines. 

Until now I have tried to 
ignore it. In the November 
issue of your magazine. 1 read 
a letter from P Lowe of Man- 
chester In his very short epis- 
tle he made various slagging 
off comments of the very chil- 
dish kind. He or she said that 
the Commodore 64 was a 
Yankee machine and that 
most of the games available 
for it are ripped off Spectrum 
ideas. This comment really 
spoilt your otherwise excel- 
lent mag. 

Firstly, OK, the 64 did ori- 
ginate in the USA but is now 
being made in the good old 
UK. Secondly. [ don't think 



any of the games lor the '64 
are ripped off Spectrum ideas, 
Most companies such as Soft- 
ware Projects have converted 
their games to the '64 and 
also to other micros. This is 
obviously the way the com- 
panies will make their money. 
As for Ultimate sticking to the 
Spectrum, surety they would 
have a bigger market if they 
converted software to the r 64. 

I hope, if you print this, 
people will stop ail this slag- 
ging off and just stick to using 
their micros more maturely, I 
mean, most people know 
which micro they want before 
they buy it, and that must be 
up to them arid no-one else. 

Paul Rawling 
Scarborough 

Call it quits 

Why do we have to put up 
with the Commodore 64 ver- 
sus Spectrum battle? 

There's nothing really 
wrong with either machine to 
make people hate them and 
there's no real differences be- 
tween the capabilities of each 
computer Each has its good 
and bad points. 

Mr C Thompson, 
Church Fen ton, N Yorks 

Welt, you could both be right 
but some of those tetters can 
be quite funny ... 




ber issue 1 rushed out and 
bought a copy, but I just can t 
agree with the reviewer on 
how long it would take to 
discover U Irich's secret. 

It did, in fact, take me 90 
seconds! (Which must qualify 
for some kind of record.) Un- 
fortunately, I have yet to play 
the game! My copy failed to 
load and run property and 
when 1 pressed the fire button 
on my joystick, Ulrich's secret 
was revealed on the screen! 

Malcolm S Matheson, 
Aberdeen 

Vic rub 

I am writing to you as a point 
of sympathy for us Vic 20 
owners. When I go into a 
computer shop and ask for a 
newly released Vic game (not 
many about) I am looked at as 
though I'm a loony from 
another planet. 
The problem is thai there 



are very few newly released 
Vic 20 games and if there is 
one, it's highly unlikely you II 
find it in a computer shop. 

The real problem is the 
manufacturers - they've for- 
gotten us! They use the ex- 
cuse that we Vie owners are a 
dying breed, but Vies are still 
being made AND bought! 
Even if they do stop selling 
them there's still millions of 
us out here in the darkness 
that need light - and that 
means N EW games . 

Games like Pharaoh's 
Curse and Shamus prove 
that the Vic has the capabili- 
ties. So hear our plea! Soft- 
ware companies everywhere, 
PLEASE get programming! 

Paul Burton, Durham 

A sorry story indeed, but 
don't despair, we're still 
hunting out those elusive 
new games for you. 



False alarm 

I am writing to tell you about 
a time when my dad and me 
were in a |ohn Menzies com- 
puter centre writing a little 
program on the Acorn Elec- 
tron when my dad moved the 
computer nearer him and a 
wire came out of the back of 
the computer and an alarm 
went off. 

All the shop assistants 
rushed to the shelf where the 
computers were and tried to 
stop the 'robber'. 

However, everyone calmed 
down when they found it was 
accidental I thought it was a 
bit silly really, I mean who's 
going to be daft enough to 
steal a computer in broad 
daylight. After all it's not the 
sort of thing you can just put 
in your pocket and walk out! 

Another time, my friend 
and I were in Dixon's when a 
computer 'know-alt 1 was 
spouting his mouth off. My 
friend and 1 burst out 
laughing when he casually 
said 'I'm quite interested in 
programming on the new 
Sinclair 16/ What a Wally! 

James Faux, 

Darby Green, Surrey 

A shot in the dark? 

In the November issue of 
PCG f Pyjamarama was rated 
Game of ihc Month What's 
wrong with that I can hear 
you ask, Nothing, I answer, 
the game's pure brilliance. 

The problem arises in the 
screen dumps printed along- 
side the review of the game. 
In only three of the seven 
pictures is Wally in correct 
dress, his nightgown and 
floppy cap. The other four 
have him in his overalls, fresh 
from Mikrogen's other excel- 
lent program, Automania. 

Also the pictures with the 
incorrect Wally in them, call 
the glass of milk at the top of 
the screen Dream Power, 
when it is of course. Snooze 
Power, 

1 can't wait to see how you 
explain this one PCG, surely 
you haven't got a pirate copy? 

Jason Dockers, Chester 

Hard luck Jason, you won't 
catch us out with this one 
Mikrogen them seines sent us 
the screen shots! Apparently 
they're from a pre- 
production copy of the 
game. ..perhaps you'd like to 
talk to them about pirates. 
No? Oh well, nevermind. 
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Sorry, Tim... 

I was very annoyed when 1 
read the letter headed Really 
pathetic reply!' from some- 
one using my name. I don't 
mind beiny criticised for my 
views, but I do resent the fact 
that you printed the letter. 

Had you compared this 
rubbish with my original let- 
ter, you would have seen the 
difference. Unless, of course, 
you wrote the libellous piece 
yourself, and ] wouldn't put it 
past you. 

If you have any standards 
whatsoever you will print this 
Jetter and /or a formal apolo- 
gy. How can you possibly 
believe that I would write an 
apology for my other letter 
and publicly humiliate my- 
self? And just when the quali- 
ty of PCG was improving too. 
THE Tim Russell, Coventry 

Sorry Tim, one of our other 
readers took it upon them- 
selves to use your name 
when writing. 

The culprit has promised 
not to do it again and on 
behalf of the PCG Team Vd 
like to add our mega- sincere 
apologies, 

Swiss supporter 

1 am writing from Switzer- 
land to tell you how super 1 
find your magazine. I am 10 
years old and many of my 
friends also read this mag. In 
Switzerland the most popular 
computer is the '64, but I own 
a Spectrum. Although I have 
to wait two weeks for the 
magazine to be on sale, every 
hour of this wait is, worth it, 
Henry Dufaois-Ferrtere, 
Geneva, Switzerland 

Englishman abroad 

May I introduce myself. 1 am 
an English 15 year old living 
in Holland (long story) and 1 
buy the mag every month. I 
especially like Adven- 
tureworld, Tricks f n Tactics, 
Screen Test, Buzz and Byte 
Back, but may 1 suggest a 
column where people can sell 
things, such as - games! 

I wrote to you because I'd 
like people to see that us 
English in Holland, about 90 
to 100,000 of us read your 
mag too! 

If anybody in England who 
owns a '64 would like to write 
to me I will be glad to hear 
from you! 
Chris Hooson, 
Grevingahcei d % 
Ci ran in gen, 
Holland. A757 SB 



How to frustrate a shop assistant 



1 would like to give you an 
example of a typical con- 
versation thai actually took 
pliice between me and a gulli- 
ble assistant in Boots the 
Chemist. It happened one 
Saturday... 

ME: Excuse me, but could 
you please tell me a little 
about this? (Pointing to a 
Spectrum.) 

ASSISTANT: Er, certainly, 
it's a computer. 
ME: But what sort? 
ASSISTANT: A ZX Sinclair 
Spectrum. 

ME: What does it do? 

ASSISTANT: Well, you can 
buy ail these games lor it. 
ME: (Butting in) What are the 
graphics like? 

ASSISTANT: Well, they're 
colourful, and on some 
games,. , 

ME: (Butting in again) What's 
the sound like? 
ASSISTANT: You have to 
buy this thing here to make 
sound. 

ME: What interfaces does it 
have? 



ASSISTANT: It hasn't got 
any with it, they come sepa- 
rate (pointing to a joystick). 
ME: What different types are 
there of th is com puter? 
ASSISTANT: There is a 16K 
and4SK. 

ME: How much memory 
does a 48K Spectrum have? 
(This is a classic question.) 
ASSISTANT: Er, er, er (long 
pause), oh, er it's 48K 
ME: How much ROM has it 
got? 

ASSISTANT: The 16K has 
3K ROM and the48K has 8K 
ROM. 

ME: What is the processor 
type? 

ASSISTANT: I'm sorry, but 
you'd better ask that gentle- 
man over there 

It s terribly difficult to keep a 
straight face whilst asking 
these questions] 
Gary Howland, 
Boston, Lines 

Many thanks, Gary, for this 
en Ugh ten ing conversa Hon 
and the many tips etc that 
you enclosed. 



Half a brain? 

1 am just writing to tell you 
how sick I am of your unbe- 
lievably terrible magazine 
and the obviously wimpish 
prats who read it. 

I am a Spectrum owner and 
anyone with even half a brain 
could tell that all these Com- 
modore and BBC users are off 
their heads thinking they can 
compete with the amazingly 
superior Spectrum. 

Your review section is the 
worst part of the whole maga- 
zine. Imagine not giving every 
Spectrum game 10 in every 
category, 

Jamie Cowans, 
Finch ley, London 

Thank-you, famie. That's 
the kind of gentle, reasoned 
criticism we realty appreci- 
ate. 

Amstrad please 

Just thought I d write to say 
that I'm fed up with hearing 
about the black box with 
squidgy keys (Spectrum) and 
the computer with the worst 
Basic and most biased advert 
(CBM 64). Anyone would 
think that these are the only 
two computers in the world. 
They are not! 

I own an Amstrad CPC 464 



which is much better than the 
two combined. 1 hope to see 
plenty of Amstrad software 
reviewed in the future. 

Michael Porter, 
Colchester, Esses 

Elite protest 

On Tuesday the 1 6th of Octo- 
ber I rushed into Smiths and 
there on the shelf was my 
eagerly awaited PCG. Quick- 
er than quick 1 flicked 
through until I got to the 
Screen Test section. Then I 
nearly died. Why, oh why, is 
Pyjamarama Game of the 
Month and Elite only a hit? I 
own a BBC so you may call 
me biased, but in my opinion 
Elite is a far superior game. 

Simon Scheverle, 
Harlow, Essex 

We agree, Elite is superb, and 
I think if we'd known that 
the cassette version was 
almost as good as that on 
disk we would have made it 
Game of the Month, Unfor- 
tunately the game was re- 
leased very late in the 
month, and we had little 
time to check details. Any- 
way, Pyjamarama is also a 
great game. The following is 
just one of literally hundreds 
of letters we've had about it. 



Pyj 
praise 

Congratulations to Mikrogen 
on the fantastic Pyjamar- 
ama. 1 completed it in eight 
days - and it's not easy. 

After buying your really ace 
mag, 1 noticed you are quite 
interested in Pyjamarama 
which rightly was awarded 
the acclaimed Game of the 
Month. 1 bought this game 
the first day it was released 
and was more than satisfied - 
1 couldn't drag myself away 
from it. 

On October 8th I did the 
game after many hours of 
logical thinking and experi- 
ment. 

John Weed on, Telford 

What a pity you didn't write 
earlier. John, or you might 
have been one of the winners 
in our Pyjamarama competi- 
tion. Clearly a lot of people 
have solved the game - 
we've had hundreds of en- 
tries for the competition, and 
they- re still coming in! 

The 26 winners were set- 
tled within days of the 
November issue being pub- 
lished. First off the mark was 
Ken Armstrong of Black - 
heath who wins a day out at 
Mikrogen plus a special 
Wally trophy. 

The 25 runners up each get 
a Waily T-shirt, plus a £10 
voucher for the next Mik- 
rogen game. They are: 

John Brimecome, Cowplain, 
I fan ts; Mark R eynaud 
(Cobham) and Tim Cosway 
(Sunbury-on-Thames); Mar- 
tin Ellis, Liverpool; David 
Leech, London; A Milting- 
ton and P Ford from North- 
umberland; lan llodassy. 
Ashtead, Surrey; Warren 
Dunn, Romford; A F Stone, 
Bristol; John Ward, Halifax; 
Marty n Evans, Birmingham; 
D R Jeffree, Berkhamsted; 
Mark Clayton, Rickmans- 
worth; Domenick Jannctta, 
Dundee; J M Girling, Glas- 
gow; Wah Wai Wan, Liver- 
pool; Adam Davey, London; 
Liam Humphreys and Miles 
Simpson from London; 
Jamie Rissmire, London; 
Harvey Ladder, Bracknell, 
Berks; Alan Jones, Luton; 
Adam Joseph, Croydon; 
Andrew Half, Cumbria ; Paul 
Cox, Romford; Robert Ham- 
mond, St Albans; B J Ver- 
non, London, 

Those of you who sent in 
joint entries wilt have to 
share your prise, since only 
26 could win. 
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Now on 48K Spectrum 




The ultimate 
underground 
adventure 

Superb scroll routine, described by experts as one of 
the best pieces of Spectrum programming ever! 
Sixteen mystical caves, 5 levels of play, 
joystick or keyboard options 

One of the toughest tests of strategy and reflexes 
ever! Starring "Rockford* rv the rn corrigible 
burrowing bug in his restless quest for gleaming 

jewels. 

U.S. Reviews 

". . . Boulder Dash should be leading contender 
for anybody's action-game-of-the-year award;' 

Burt Hochberg GAMES Magazine 

... a magical mix of challenge, charm and 
originality . easily one of the best computer 

games of the year" 
Michael Bianchet Chicago Tribune Syndicate 

This game will be mentioned in my will 
. . . what si licon is and integrated circuits 
were always meant to be . . . subtle brilliance 
and unceasing magic . . , in a class toy itself . . ." 

Craig HGivoak Deseret News 

"First Star has done a first-rate job 
on BOULDER DASH ... the graphics 
are dazzling . . : 
The video Game update 

M 80ULDER DASH takes the cake . . the 
overall quality is excellent 
John Skoog K-Power Magazine 

This one's 
hot for Xmas! 



to: Front Runner. K-wft distribution, 
620 Western Avenue, London W3 OTU 
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i enclose a cheque,' PC made payable to 
K-soft oistriDutfon for E 
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or debrt my Access/ visa* 

Delete as applicable 

I would like to he ar news of more Front Runner 
releases I I ¥es pi ea4 e allow 31 toys for delivery 
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PROJECT FUTURE - Your mission to teleport aboard, 
and activate the Self Destruct System, of the dreaded 
Star Ship FUTURE. 

The SS FUTURE is a huge labyrinth of a Star Ship, 
covering 256 screens of the most amazing high 
resolution graphics ever seen on the Spectrum, 



THE ULTIMATE ARCADE ADVENTURE 

MICROMANIA 

AVAILABLE NOW FROM ALL GOOD SOFTWARE OUTLETS OR DIRECT 
PRICED £6 95 INC P & P FROM: 

MICROMANIA, 14 LOWER HILL RD,, EPSOM, SURREY KT19 6LT 
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To: Front Runner, K-soft distribution, 
620 western Avenue. London W3 OTU 



Rush me 
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K-soft distribution for £ 



(post free) 
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or debit mv Access /visa* 

Deiece as aopncabie 

l would like to he ar news of more Front Runner 
releases I 31 ^ 
Please allow 21 days for delivery 



Meet the Challenge 







duck, almost slmultafMronsry, to avoid Uk logs 
Jiid low hanging tree limbs, in the Petrified 
Forest, The only way Thar can get across the river 
to to hop an the turtles' backs. These turtles 
sometimes get tired and submerge at the wrong 
moment, much to Thor's dismay! To add tothofa 
riiElkulties, hi* Jti h-r ncrm Fat Broad is Mailing 
on the: other itide to ambush him. If TborS Umlag 
is good, the Dooky Bird is overhead, the 
prehistoric bird will pic k him up and carry him 

y ratal 

Thor must bu ild up plenty of speed during his 
downhill run before the cliff. Timing Is crucial, 
too. If Thor a balance is off or he is loo slow he 
will crash into the ravine or the Face of the cliff, 
Once over the cUfT, Thor face* his most diffkull 
challenge: the vokank eruption, in addition to 
the obstacles on the ground, he Is showered with 
twuklers from the shy. 
□nee again Ihor must craw (he river on the 
turtles' backs. Then, at last, he must face the 
dinosaur! If Thor can get pasU he dinosaur and 
into the cave, be has cMih a short way to go to 
rescue Cute C hkk. On his way, Thor must duck 
under stalagtites and jump over stalagmites to 
avoid crashing. 

If Thor does crash, don't worry: he has fhe 
wheels. But True Love is calling him, so use all 
your agility and cunning to helo hfm rescue 
Cut* Chfchl 



Available on the Commodore 64 

© Sydney 1984. Licensed from Sierra -on- line ™ 
Licensed to Software Projects. Produced by Software 



Send a large stamped addressed 
envelope for more detailed 
Information on our new releases, 
plus a free large poster. 

All sales enquiries to: 
Colin Stokes 
Sales and Marketing) 

r Mall Order only; 
Software Projects, P.O. Bo* 12, LIS ?AF 

Selected titles available from;- 
John fflenzies, HWV, Boots, Wooiworth, 
Spectrum and other large department 
stores and ail good major software 
retailers. 



Please send me a copy of 

BC5 QUEST FOR TIRES □ £9.95 

LODE RUNNER □ £9.95 



Please tick 
where applicable 



I enclose cheque/PO for 

(Please add £1.00 for orders outside UK} 



Access Card No. 

Name 

Address,.**, 



For nail Order only: 

Software Projects. P.O. Box 12, L2S 7AF 
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Damned by the nasties 
, of the caaj mining industry and 

! their tacky sodafist puppets for challenging the authority 
lof their leadership when a If he needed was compassion 
land warmth in his hour of need, poor Monty looks like 
■serving a long stretch at Her Majesty s pleasure But the 
1 heavy handed authorities hadn't counted on the 
wave of national outrage at our littJe 
friend s Indisposition or the devious tricks and i+ 
skills of his long rime friend Sam Stoa t § 
Watch carefully for the thrilling and nerve racking, 
adventure these two encounter In 
springing Monty from 
his expectant doom. 
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Gremlin's collection of suttwarr 
hits are a must for any enthusiast's Xmas IKi 
From fast moving action in Suicide Express to the absorbing 
skill of Monty Mole, play with CrernlTn .md tho^e long i "Id 
winter days will pass in a flash And don't b<> greedy - think of 
friends and family as well - they malu* great &\is and «n a ^o<>d jirite. 
Thanks to a little Gremlin Santa's job will be ,j link? c.jsier LhRycar 
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Alpha I 
Sheffie 



ha House, 10 Carver Street, 
ffield SI 4FS. Tel: 10742) 753423 



THE HITS 

■ ■ere they are — the computer 1 game awards everyone in the business has 
^ibeen biting their nails over. Who has won the coveted PCG award for 
the Most Poked Game? Which chauvinist pigs will be celebrating their 
capture of the Most Sexist Gome title? We canvassed a huge cross-section 
of games players. In all categories their four judgements were unanimous. 
Here are the results. 
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ORIC GAME OF THE YEAR: 



Classic Hating 

This wonderful horse racing simulation 
was certainly the most addictive Grk 
game we've received in the last 12 
months. II has to be said, how r cver, that 
there weren't many contenders for this 
title. Zorgon's Revenge would have 
made it, but it came out just too early. As 
it is, Salamander s Classic Racing, with 
excellent graphics and animation, just 
made it to the finishing line ahead of the 
rest. 



VIC GAME OF THE YEAR: 



Pharaoh's Curse 

This game so impressed us here at PCG 
that it almost beat Quo Vadis in the 
battle for the Game of the Month slot. 

Fifteen gripping screens of treasure- 
gathering, mummy-blasting, rope-climb- 
ing, trap-dodging, spine-chilling action 
make Hesware's program an outright 
winner for the expanded Vic. 



GREATEST ATMOSPHERE 



forbidden Forest 

Our Game of the Month in April created 
a spooky atmosphere of monsters and 
magic. Headers often advised us not to 
play it at night, and good advice it was 
too Cosmi s Commodore masterpiece. 




SWEATIEST GAME: 



Decathlon 

"I h i s is the gam e wh i ch h as been keep i ng 
washing machines working overtime for 
the past few months, Some people wear 
shorts and running shoes: if you dorvt, 
all that joystick waggling leaves you 
feeling soggier than wearing a wet-suit 
in a sauna 
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BEST 'THIS IS THE ACE 
OF THE TRAIN' GAME: 



Suitide express 

Loco, on the 64. was a PCG Game of the 
Month. Stop The: Express tm the Spec- 
trum was a PCG Hit But the best game 
with a train had to be Tony Crowther's 
Suicide Express on the 64 from Grem- 
lin Graphics. Jt had everything; great 
music, superb graphics, intriguing 
gameplay and bags of excitement, 





MOST MAPPED GAME: 



Sabre Wulf 

No sooner was Uiti mate's swashbuckler 
on sale than fanatics were at work 
mapping out its 256 locations. We 
printed the first map, and where we led 
others followed. A Spectrum super- 
game. Sabre Wulf should soon be 
appearing in all the best atlases 



MOST POKED GAME: 



Jet Set Willy 

A clear winner Perhaps the only game 
this year that was more miked than 
played. 



MOST PLAYED GAME: 



Chvckie Egg 

Sabre Wulf made a late run, but didn't 
quite have the legs to catch A&Fs 
disgustingly compulsive game Some 
people have been known to play this 
game for six or seven hours at a stretch, 
egged on by the desire to make it into 
PCG 's high -score tables. Chuckle Egg 
just might keep on clucking through 
another year. 



MINTERest GAME; 



Antipital 

October's goatoid Game of the Month. 
Wacky, zany, witty, crazy, hairy, hippy 
and heavy. And a great 64 game 1 Good- 
ness knows what Jeffs got up his llama 
wool sleeves for us next. 




MOST ORIGINAL GAME: 



The lords 01 midnight 

Beyond decided that this brilliant com- 
bination of adventure and war game 
merited a new description, so they cal- 
led it the first Epic game. And epic it 
certainly was, with over 4,000 locations 
and a cast of millions packed into the 
Spectrum The size, the quality of the 
graphics and the complexity of (he 
gameplay all made Midnight into some- 
thing the likes of which we had never 
seen before - but many games in the 
fu ture will bea r si g n s of i ts in 11 ucn cc . 



BBC GAME OF THE YEAR: 



Elite 

Despite competition from great games 
like Frak! and Fortress, Acornsofts 
Elite was the clear winner for the BBC. 
The amazing 3D graphics, the sheer size 
of it and the terrific shoot- cm up action 
make it an absolute necessity lor Been 
owners. 
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BIGGEST LET-DOWN: 



Alice In V ideal and 

A crying shame, this one. When wc were 
given a sneak preview of the game our 
collective mind was blown, We hadn't 
seen anything like it since the tea -lady 
slipped something funny in the drinks 
last Christmas. But when Audiogenic 
sent the completed game a couple of 
months later, a great wailing and 
gnashing of teelh were heard, It was a 
duffer and no mistaking. Pretty 
graphics, but there was no game there 
and, therefore, not a lot to play. Ah well. 
Mavbe next time... 



BIGGEST RIP-OFF: 



Formula I 

No contest here Outright winners were 
Spirit Software, whose racing game on 
the Spectrum - complete with 'Steering 
wheel' - was first advertised back in 
February. The game finally made its way 
into long-suffering purchasers' Spec- 
trums this autumn, after much anguish 
and a certain amount of interest from 
the authorities. Let's hope this is one 
category thai won't have to be awarded 
in 1985' 



WORST PRETENTIONS: 



Pe us Ex Machina 

The Spectrum game that takes you from 
the cradle to the grave to the accom- 
paniment of a "soundtrack' on another 
tape. 

The seven ages of man - cribbed from 
Shakespeare, mangled by Automata - 
give you a number of very dull games to 
play. References to Defect Police 1 , 
clones etc. are meant to give the game 
some significance as a warning about 
the totalitarian future, but this doesn't 
really work given Automata's unfailing- 
ly infantile sense of humour. Not even a 
star-studded cast could save it. 



MOST SEXIST GAME: 



BX.Bill 

A real battle for the honours here. Strip 
Poker, from US Gold, had a strong 
claim to the title as players gave their at! 
in an attempt to strip the assets of 
Melissa and Susie. But victory goes to 
that prehistoric macho-man B.C. Bill 
from Beau Jolly. His subtle courtship 
methods - clubbing down a female and 
dragging her back to his cave by her hair 
-win hi in this coveted PCG award, 
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CHALLENGING SOFT 





Beyond Competition Kouse r Famdon Road, Morket Horborough, 
Leicestershire LEI 9 ?N* 





BEFO 



Available for B.6.C. Mode! J, 8 ", 
Electron, Spectrum and Commodore 64, 
Espionage is available from ail leading 
High Street Stores and quality Computer 
Games Specialists. 

Retailers contact Mr. Len Fisher on 
our telephone hot-line (0642) 227223, 



HE GETS YOU 




A GAME OF INTRIGUE * SKILL IN 





■ 

f, 




The greatest animated graphic adventure yet, with over 
70 screens to discover and conquer. 
For the BBC and ELECTRON 




Play with Fire! 
The best shoot 'em up, ever written for the BBC 



VJl|QVBh C.S.M. [Consolidated Software Morlcelir.gj. 

VlrBK Suite 40, Strand House., G real West Ra^d. EJren rfofd. Midd x . TW8 9EX. 




Tel 01- 560 4191. 



PCG's 1985 DIARY 




Sensational exclusive! We reveal the New Year's hottest 
events before they happen! 



JANUARY 



1 Sinclair announce their new computer, 
the J Mystery'. The company say ie 
'out-performs anything in the Pentagon'. 

MA new Liverpool software bouse 
colled Enigami is formed - they soy 
Imagine got things bode h 
promise; no hyp*. 

1C Enigami announce the imminent re- 
J lease of two J hyper-mega games' 
which they say will bear no relation to 
Software As 1 1 Is K no wn Toda y . 



27 



Jeff Winter releases a game feotur- 
inga man -earing hamster. 



FEBRUARY 



8 PCG publishes a letter from a Mr Jack 
Russell af Coventry saying a\i Spectrum 
owners a re violent, u mntel I igent yobbos. 

1 A Video Halt announce they have the 
I \J mail-order rights to a staggering 
new product - a ZX81 emulator for ihe 
Commodore 64. It will allow '64 owner* to 
play almost the entire range of ZXSl 
names. "We believe there is a huge 
demand among '64 owners for classics 
such as Hangman and Breakout,' sord o 
spokesman. 



ir 



MA Mr Jack Russell is mugged 
Glasgow by a gang of stocking- 
masked youths wielding rubber 
key boards. 

1 ft ^ in ^ c " fJ * 'Mystery' receives its first 
I Q public viewing. They promise they'll 
have one you con actually turn on by the 
end af the month . 

OA The Notional Coal Board enter rhe 
Aw software market m a desperate bid 
to recover losses from the coal strike. Their 
first title is a pJotform gome called Manic 
At cC?r eao! . 



25 



Teaser ads begin for Legend's new 
game rhe Great Came Waif. 



MARCH 



4 Video Halt reveal Further details of 
their ZX81 emulator. 'Not only will it 
faithfully reproduce flickering graphics an 
the 64/ soid the spokesman r J it will also 
give Commodore users the full benefil of 
*X81 sound.' 

O^CG's exclusive Gome of rhe Month 
V has an ^credible 100,000 screens - all 
identical. 

A Software Projects announce their 
a\ V hot new release 'Matthew Gives Us 
rhe WHlfs', The company offers £20,000 
far a set of **Okes to debug it. 



26 



Jeff Winter releases o new game 
featuring a four-wheel drive yak. 



1 Sinclair deny that Their ods promising 
del ivery af the Mystery 'within the 
decade' are misleading. A spokesman 
soys; 'Full production will definitely get 
underway by November 1 989.' 



22 

ment. 



Top- self ing r 64 programmer Tony 
Crawl her leaves Wizard Develop - 



flf C An exciting mail order company 
Am- mw Dispiriting Software place ads for o 

3D space g curie which comes complete wirh 
moulded plastic spacecraft. 



4 Ultimate announce they will now con- 
centrate on the Commodore 64 and 
MSX micros. Seventeen Spectrum owners 
commit suicide, 

1 A Details are released of the 
I Am emulator's progrornmer. He is Igor 
ftom User-Port, a 65-year-ald inmate of 
the Home for Distressed Hackers. 'We 
have great failh in his ability/ soid Video 
Halt, r He has written the best Space 
invaders ever for the Texas 1 Pocket 
Calculator. We expecl greot things from 
him/ 

fl i Alarmed by PCG J s booming sales 
Ah O figures, Computer and Video 
Games, Crash and Big K announce a 
merger The new mag is called Big 
Computer Crash, 



JUNE 



7 Automata release a game called far 
Out and intellectual in which you have 
ro laser blosl your way through little grey 
blobs representing Kierkegaard's existen- 
tial 1st philosophy white tin ultaneaus.lv 
watching a home video of the Sex Pistols. 

rtCThe Enterprise is launched, de- 
Am *f scribed by journalists as 'the hottest 
computer of 19 B3 f . 



29 

jpace 



PCG receives 200 letters cample in- 
ng that Dispiriting Software's 3D 



l'tyet arrived. 



JULY 



5 'We expect great things from Mr 
User-Port/ say Video Halt, adding; 
'the ZXei emulator has yet to appear 
because of his difficulty in obtaining a 
ZX81.' 



18 



Jeff Minter releases o game featur- 
ing a nuclear -powered bison. 



*% j El ire launch a new game colled The 
Am m Hypesters and offer a free holiday 
in the Carrfbean for the writer who g>es ?t 
the most grovelling review, 



AUGUST 



IAMasrertronic slash their program 
_ Varices to 50p and offer a £20,000 
prize to the first person to buy one. 



M En i gpmi say their ultra-hyper-mega 
games ore almost complete. They 
deny the company is facing financial 
pressure. 

MSainsbory's announce their bid to 
enter the software market. Their 
first title is colled: W Q it/ 5 TraHy. 



SEPTEMBER 



7 PCG hold a gomes exhibition in the 
Shetland Isles - It's a roaring success 
with o total attendance of 50 people. Jeff 
Minter and 4,000 sheep. 

M Video Halt announce that their 
7X8 \ emulator merely needs 'a little 
more time' for completion. 'We confident- 
ly expect to have it in the shops within the 
next milleniurn, ' a spokesman said. 



OCTOBER 



1 Joystick manufacturers are accused of 
bribing software companies to encour- 
age the production of Decathlon games. 

3 Jeff Minter reveals he's run oul of hairy 
animals to feature in his games* Tm 
in to ha i ry plants now, 1 he s oy s . 



10 

22 



Jeff Minter releases hps new game. 
I ts colled TheCactui. 

Sinclair go bust. 



NOVEMBER 



3 The first copy of Dispiriting Software's 
30 space game is received by a reader 
in the Falkland Islands. The plastic, 
moulded spacecraft is 1 inch high. 

1 Q Fifteen Japanese companies 
1 © announce they ore abandoning the 
MSX standard in favour of a more power- 
ful one. It is rumoured to be 100 per cent 
compatible with the Spectrum, A spokes- 
man soid: J At mst the people of Jopan will 
be able to pray Jet Set Wirry.' 



DECEMBER 



2£nigami J s super-ultra-hy pen mega 
gomes appear. One features a thing 
eating dots in a moie. The other involves 
shooting little green aliens as they try to 
invade Earth. 

Q | UFOs land in Britain, but find 
W I everyone indoors shooting little 
green aliens and reading PCG. So they 
leave in disgust. 
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Sports simulations 

the rest Yac ht Race 
standing 



COMMODORE 64 




V Hill MacGifobtin Ltd, 92 Fleet Street, Load* 

T Alfpragrams created by Five Ways Software Ltd. 



Three gargantuan ghost busting prizes - 25 programs 
off your choice 



A MOUNTAIN OF 
GAMES 

You've heard all about the all-action movie - 
you've read all about the remarkable game (see 
p58). Now lick your lips over Ghostbusfers the 
incredible competition. 



Four action shots from 
Ghostbu ster s ♦ 




Three mouth-watering first prizes are on 
offer, people. Just imagine being able to 
choose TWENTY- FIVE different games 
for your micro. And then being sent 
them all for free. If you win this com peti- 
tion, that's exactly what you'll be able to 
do - you can choose ANY 25 titles, up to 
a total value of £250. 

What's more you'll get a great package 
of Gh os t busters gear including a T-shirt, 
a record and a copy of the game from 
Aclivisiun. We'll also be giving away this 
package to the 20 runners up in the 
competition. 

Sounds good? You said it. Get those 
entries in. 





How to enter 

Take a look at these three pictures. Each 
is a blow up of a small part of one of the 
four action shots we've printed from the 
Ghostbustcrs film. All you have to do is 
work out which picture comes from 
which action shot Then send us. on a 
post-card (or write on the back of an 
envelope) the following information: 

- your name and address 

- your phone number if you have one 
-the micro you own 

the letters (in the right order) of the 
action shots from which the blown up 
pictures are taken. For example, if you 
think picture 1 is from shut A. picture 2 
from shot D, and picture 3 from shot B, 
write: AX>,B. 

Post your entry to Ghostbustcrs 
Competition, Personal Computer 
Games, 62 Oxford Street, London 
W1A 2HG. The closing date is January 
21st. 

After that date we shall make a draw 
from the correct entries. The first three 
out of the hat will be declared WIN- 
NEKS. The next 20 will be runners up. 
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PC GAMES 43 



Dream arcade action from Taskset and PC© 



WIN A DEFENDER 

CONSOLE! 




What a prize! In conjunction with Taskset we're 
giving away this stunning Defender console — a 
genuine, full-featured unit just like the ones in the 
arcades! 

This amazing prize will offer you 
hours of play on one of the most 
sensational arcade games ever program- 
med and you won't have to dip into 
your pocket for a single 10 p bit! fust 
imagine - if you're really mean you 
could practise for hours before swan- 
ning out to the local arcade and beating 
your chums hollow! Or you could invite 
your friends round for a championship 
play-nff that wo n't cost anyone a penny! 

In addition to the arcade console, 
Taskset are donating 25 copies of Cad- 
Cam Warrior, their latest 8000 screen 
blockbuster for the Commodore 64. 
With games like Super Pipeline and 
Poster Paster already under their belt, 
Taskset look as if I hey could have come 
up with one of 1985's big hits, and 25 
runners- up will receive a free copy of the 
game direct from Taskset 

Now for the competition, All you 
have to do is look at the three simple 
questions below and enter the answers 
on the form. You must then complete 
the tie-breaker using not more than 20 
words, fill in your name and address, 
and post the form in an envelope to; 
Taskset Com petition, Personal Com- 
puter Games, 62 Oxford Street, Lon- 
don Wi A 2HG. Closing date for entries 
is January 21st 1985. Good luek! 

Here are the 3 questions: 

1 Which software company has its 
offices in Bridlington? 

2 Which Taskset 
called Rill Stickers? 

3 In which arcade do you encounter 
Landers, S warmers, and Pods? 




LHU 1 _ 

mr it x h + 1 




TASKSET'S MASSIVE NEW RELEASE 



CadCam Warrior is a stunning 8.194 screen 
me9a-sJi£Krt--'ern-up from Taskiet, who've already 
notched up a terrific reputation wiih game* like 
Super Frpefrrwand Foster PuSt&f. 

It is set inside a 'machines-generated enviromT-enl' 
- £,194 iocati ans, every one different, and all 
leading to the Syslem Core, which houses memory 
bank* thisr YOU muM repair! 

Each screen is different and (hriratcns the pkiyer 



with 



tont destructk 



I Taskset Competition 

| Name 

I Address 



1 1) 

L 3 L_ 



If I met a Mutant on a bus, I would | 
(max 20 words) j 



- ■ ■- ■ ■ *.* •'- '"• ^ 



clearing every screen, which may involve blading 
everything in sight, collecting objects, -or some Other 
task.. The £ame is so wail', however, thai achieving 
victory in this manner CCHjkd take days at continuous 
ploy, 

Teiket have incorporated an- ingeniau'i i/ifem 
thai rewards yeur performance on a particular 
■screen by makirig specia] 'short-cuts' available to 
the player. One* you've competed a screen, the 
program offers you a choice of fttilS- Sonic will lead 
yOu further on your journey/ bu! Others, could lead 
ycHu iriio 6lG trouble 1 ! 

Unlike o tar <jf muJH- screen games, ttos one wi'l 
keep your heart in your mouth every inch of the way 
(so be careful nol ta cough while playing), AMD 
■here a*e 25 free copies watting for 25 lucky people 
in our torn pfrftlion - so gel your entry in now! 

.Above is ,us.t one 0 : fie S. 1 i^Dstiie scec^ 
from CadCam Warrior. Each screen shows a 
rnetellk design vrith hwo surfaces. Trie uppe> half 
shows Ihe top surface of the plate and the lower half 
shows lie darker, underside. You will have (a da 
:>:jitle en both surfaces to emerge victorious. 
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System 3 Software 

PRESENTS 
Multi Arcade Activity 
90* From America 




8^ 




ir nome and address on a pNs-ce of paper, eimldsrng your cheque 
to the address below. Please allow 7 to 14 dt»s for delivery. 
Add £1,00 per game ordered, 



BlrHsliil6BgfiHlW 



South Bank house, Btacfe Prince Road, London SE11 
Tel: (01) 567 0473 
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NOW AVAILABLE FOR YOUR COMPUTER! 

FOOTBALL 



by KEVIN TOMS 



"Absorbing and realistic - Highly recommended' 
"Completely fantastic - I warn oner" - Chart* m t-\ 




Sunday Times, February 1964 
vlas. Arsenal srikerki Big K April 1984 

FOOTBALL MANAGER 

is available for -he fo I lowing 
computers:- 

AMSTRADCPC464 £7.95 

COMMODORE 64 £7.95 

SPECTRUM 48K £6.95 

ELECTRON £7.95 

BBC MODELS £7,95 

ORIC 48 K & ATMOS £7.95 

DRAGON £5 .95 

ZX61 16K €5.95 

VIC20+16K £5,95 

(soon lor MSX) 



and \ 



(selected titles) 



In case of difficulty buy by mail order. 
Send Cheques/RQ.s to:- 
ADDfCTfVE GAMES 
7a Richmond Hill, Bournemouth. Dorset BH2 6HE. 







THE NEW ATARI 

A64K 

800XL 




EVERYTHING YOU WANT FROM A HOME COMPUTER 

1. ATARI 64K «hm * The A1a*i aorJXL has many ton ,{,<;;, ;t nd incudes such j»dwi*iced specifications, that yew win b* amazed by its 

£Tv, nCE> - nil?* ""'T 9 D< ° n ' y 11169 1 ° r ' ,w " *P«"'e»"on «4K computer w.lf. a prnpur IlpN Stroke keyboard m bdwe thai 

the uDDKL canned t» beaten Juat look at the following Bp*erricnilions:- 

opeMTirfa !mw?J V£u!£ t 1!^£2Z*2S £22 ^ * , ? rwl f" 1 Df 256 Mlcufl CBn se * to* w** m*, 

«™£TiH? " STEH - flOM in C»Wl"ig Atifi BiSit; pfogramninil iMguape «r«t R P8JI UiaQr-oallc test program 

eS,; r? L [ VV ' ^ ^""'"S h *'P and « 'PKUl runeilun Keya intornaiipiwl Racier 9C 1 arrf » graphic* k*yk 

SCM/KD. 4 .nrjapeniHni MundiKMhfts.aarsf.flc.H tflrxmlo cH producing, iml-**: acrou «1a* ringc o. a widn var,Hty or Modal sound «Mbcb (Adgibwial 
p-siyf fuming can achieve an Klava lan^ to* up id n^no oda^t 1 ) F * ^ 

=^«^jJA^?™« J »* a " d 1 lc '-' rnQI * B5 Lfr 10 320-162 rcsoli.ln.-in Maximum li».l d.spUy < lr >as fry 40 columns 

™j SSJ? SnATen CJRCUITS! OT In lor g/apnics d.*fHH y Pokey 'or 1CM nd a -id e unlrollH- ports Anl<, r»> K r«il cur«lral aed l.'P [InpuVO,,:, 

CPU: iluJL- ii^rDF-fftceflfHji - 0.50 rnrcroiecanrJ cycle arm a Cloc* spoat or 1 7U MHr ^"ww.i 
LJ.TEN-OED CJHAJ>r*ICS FUNC TlOUfi: High rtBCHUtiOn ,U!>ap1ihcL. WulH-coKjured char*ctar set Soflwcre screen switching Multiple Wdir.noe crtaracrer uIr 

OBft? iw3^^n r «ili. !l B P « R B •"-."«". ^ rlJ " ,n 9 C>i*ngMht« tulwar n*jMm Smooln chDrxbir mov«m«nt Simple nlaur ar*m#ton 1*c «* 

phowahh.Nu FEATURES; flullt in Alan Banc programming language- supposing port. pr*o aw USH pUul iout B-othflr l^nguMM 4v 4l | H blr Tr» help 
Input niif^Tf" e *i '"tnnnat.on fl nrj ih*iw screens, with certain Wlrw-™. Full w-S«*«n odilrng * m*M«m « iyntw chwmng onnntry 

HPUT.'OUTMJT. PT4CM»r bin lar fnparis-pn *,ln ^ e: iv. je y nnd pfiriphHf Compoaile ^1eo 'i.jnjlut Uirtpul. ^nph*rul K <n lot direct connection 

tc. Al.i i-nnmnj tit- .i-'irah -Sottwiru cartf Og» ,« mcludnd ji w«l| a» 2 jDyslKli conl^Or UOfts 

^^^Vrr', 1 'ft, °' l " ,l, " v *l t *J* '"^'"fl '"ching pwe.,16 t^IPi ^nigwi vohm M r Tne range ol «-ogrjm« mqlMdBS Educaliort 

rnTr rwgruninins- ami ^hn^ n dl?iO At A 'Alan Hrooian, C-hanijD. Jii1 ul id,, ic A1a»a rjimDU* •meyiflinrtiein iittwarr now at only 

, n Mditiui. ,|-«re is a hoaso^ mppon «nd liHpavulKbfe Irarrnjjwialist Alan mapuinM |>fc£ *n«li: and Anofgg arvff |rc-rn OtSf 15 Atari aoDki'miinuali 
■ A1 " AHI BM} «K CQMPUTEfl - £69: IrVe navu a nmit«d oumtwr of it* Mm modtl BOO romputBr with *6K tn« pnev |t £69 (as a games 
margin*! or £99 w ? th in* BASui P r(?g rnmTit, ? K.| ffjai.c cirrrHJge 4 7 man t .aiE| Roih come with » furl 1? mo^hi guaranlue ' 
?! SiT 1 1010 PROGRAM RSCOROEH - E34: r or Jew cob! alo^e nnd r^navfll capar>iHty Data irHWRHMion egq bawd Slorage capatHUty 
iWK &ytcs on a smly m.nuk cjuwlte Track conriyurjiiirjn four track, two ciia.nn*la {4\q\W and audiol Auto f«ord. r jjlay^ck7ptu*i 
control.- uniq ji> soundth^o^gh lac.l ty Als«i iniiludcct is d u.'t ai^iocntal eraiu/e prnvimhon 3 nd aulomatic ahutoH afior each pftraram aa 
wel? as a 3 d>g»t tapL' upunjor. r B 

4. ATABI iom DUAL DCHaiTY DlfcVK OfllVE - £199: d.r.ks ncd<ng 127K randomly accesaibl* by1« provide t>o!h expansion flftO 
flBxedilily 1or your 40ar8O0 or XL aysl«n wlln help^l DOS 3 Al» ctretomeja ptjrcfiaae a Disk Drlw from SJicu Shoo w.H be 
au!ornalicaliy given a FREE set c?F teo programs on 3 Di*k« recorded on bo;h sides 

5. ATARI 10jp COLOUR PRINTER • £99: Pnnirr 3rd I'lolki, ^ ih foul colour graphic prinr capability. 4D cgJumn wndlh pnnl.ng al 10 
charades cti Hticr:nrJ ^an pnnt.5 IU and 2Dch.»rar;ier5 per inch S4 *;tiarac1er aizea. Pr-niatoKt in 4dir«tJooa Choice til Nnotvpes 

G ATAfll 102? LETTER QUALITY PRINTER - £249: Foi word orocess^ng .iftli^r* in prof easional type Print speed otMcfwa per second. + 
7. ATARI TOUCH TAfiLET - £49: BlMbJsi you 5o dra* and fwilnt pictures or> yoijf T.V acreen. w»th lh« 1ouch ol a stylus, 
fl. ATARI TRAK BALL CONTROLLER - £19.BS: uTnab Ifjs curaor movemorsi in any diraclron and adds arcade realism to your names 
? AT AIfljjUPER^QffT ROLLER - £»■«: The ultimate ;.gy=.tir;K *ijh douPle f ir^ buttpr io g iye you a gnf>a i B j cornoetn .^a edge m your gam F $ 

SILICA SHOP ARE THE Not ATARI SPECIALIST 

mil lion i, w<> are able to keep price* low Py buft purchaao* Rmg D ne cH ovr 45 staff and we will bo olad <o be oi sarvlca to you Complete the 
coupon below and *« wti send yo^ oui Alan par. k w.th pr-ce hsr nnd colour catalogue- ^mpiece me 

Ja^l^ITiUf^^^ S * mC " C,nli *- "I* to»nr«»ano re(»,r Al.n egu.,^ M h. W Md«l a rrw» fl g B i«iH*lQ »» 

r» r oriefej by Wan giving yrKi n kill 2 y«r ^uaraMnfl gn yoiji (JOrnpuler li f-av buy rl frtjm lb 

«^i? T , SUP ^ R Zi ^'k ™ ,Hi "5? j"»««*!r> «f*n«hia on m« ivtaptvpn* to help and a<r n » ^ we ende-a^ur la hoitt «PCkj a< e«ry Man 
compatible i»m oyailab-Vj ,n th* y K. nni3 w »1wik over m Alflii OnrAs and manuala int«rKB u e«r» man 

AFTER 5 41 FS SEfi'-'iCE: y-,ir will >-...tlic an - oc .iddA.1 I.) .j-jr maH-iQ in i ,: , ,v i receive 1*18. nemreltcs and dismiss n«vk releases and 

d*»eHSBmenti uwN» sp# C La| aireri wnich am •KthHHi-e (u S-lica Alan cWuten Owrwn -™ gmHrrni . n«v. reMfasw ano 

LOW ORtCES Our p.- ccs ar.v ,i,Iih-,viv conpetil ,o srd w unr nily nnir.n „r, v i UWB r p'tca oMbmW by um» compBhlors. 

r7. C | E - C: ° h ! P i l ^T F " ^-^^i^^^J^.^.^T' ' D B ", Ala " CQT "« gtel tl1|,nM 'r™w>«r^ «i where ^ou purred youj aquip-neM Marr4ar«mii H p REE ene 
<wtil>*t >*u to rtcet™ &ull«l,fii gmnq deiails ot new ralMMh ^d devetopmentf, 5*ftd how for V o..t FflEE .ntorrrmt.^ pock. I* *. colour catalogue 
PAyMENT: Wn ««w cash, chequns. pc« B r Qfdetfl irMf all Credit Card* We alio olrqr cre*1 raCiHtie* o«r 1 . Sef 3 yesre. p^afie wrila for a wtfdBan guOWfiM 
ff" ^ T " V f RV ^ F " e 5 : '^-^ *W*e*t* ton 5«;ica Stop iMH raimaily sonl by fir»1 C uj aB p^i ar pare* posr FHEE OF CHARGE As a uaciit 
inlraouclgry o»ar U» t limited pecwd «n|y Ml tw seeding all Cwrtpui^rs and n,r> Q,,^ by a n B Kt day dflli-rry ieriltr &J r c-^« 

HH in thecc-upon twiow wrth a llleralgrc enquiry or wdrr and oegln to npt-nence a apeclaflil Atarf „mce Chat Is second «o aoM, 



SILICA SHOP LTD, 1-4 The Mews, Hattierley Road. Sidcup, Kent, DAI 4 4DX Tel: 01-309 1111 

ORDER NOW-OR SEND FOR A FREE COLOUR BROCHURE 



I 



To: SILICA SHOP LTD, DeptWMI G1B5> 1-4 The Mews, Hatherley Road, 
Sidcup, Kent, DAK 4DX Telephone: 01-3091111 



ilTERATU^E REOUCST: 



□ Plfease send me your FREE colour brochures and 16 pagje price li si on Atari Computers. 
^ I own a Videogame □ P own a 



Compute* 



Mr.- Mrs," Ms: 
Address: 



Inhiala: 



Surname 



Postcode; 



OHiihH REQUEST 



Pk- 

n 


aut! send .mtv 
cff'PXL 6-tK Computar 
BDD "LBK Compuler 


□ 1020 Colour Printer 

£169 D Letter Quality Printer 

...... £99 □ Touch Tafclel ■ Cartridge . 


£99 

£24* 

£49 


o 


ID 10 Piu^rdrn Recorder 
1050 t?TK DJUt Orlre 


£3* O Trek Ball 

£199 □ Super Controller 


£19,95 

£9.95 


□ 


I errcto&e Cheque-/P.O. p4yabl« 


to SJNcbj £bop Limited for the following amount £ , . . . 




□ 


C RED-IT CARD - Pleas* dablt my AcceiSi'Sarelaycardvyisa'Ameflcari E aprvsi/Dlners C»ub 
Card Wumlw>r 


, P.CG..i./es 









ygpus Two Computer Games 

62 Woodland Road, Chingford, London E4 7EU Tel: 01-529 1891 

the same day we receive it! 



We only sell the best and we will send out your order on 

SPECTRUM 

Access/US Gold , 7.45 

Acdvision , 9,45 

Gremlin , MS 

Microrne-ga ©.45 

Microgen 5,45 

Own '6^45 

PSS , 5.45 

Martech ..._M5 

Micromega 6,45 

Melbourne .13.95 

Ultimate 8^75 

US Gold 7.45 



Beach Head 
Ghosl Busters 
Monty Mole 
FullThrottle 
Pyjamaiama 
OalefsOecathlor 
Frank NSteJn 
Edriie Kidct Challenge 
Jasper 

Sherlock Holmes 
Sabre Wulf 
fta id Over Moscow 



Beach Head 
Ghost Busters 
International Soccer 
Monty Mole 
Eddie Kid Challenge 
High Noon 
Daley's Decathlon 
Torn ei do Lew Level 
Summer Games 
Death 5 la r Interceptor 
HaidO^er Moscow 
Zamrjrs 



Frak 

Elite 

Aviator 

B I Jigger 

Sooof Blagger 

Tanafi 

Scrabble 

Eddie Ki rid Challenge 
Jel Fac 



Tank Commander 
Pharoahs Curse 
Sham us 
Wurtda Walter 
Perils ol Willy 



BBC 

Aardvark 

Acorn soft 

AcDrnsaft 

Alligata 

Aiiigata 

Alligata . 

Leisure Genius 

Martech 

Ultimate 

VIC 20 

Creative Sparks 

Hesware 

Hesware 

Interceptor 

Soft. Proj 



6.25 

14.25 Disc17.25 
14.25 Disc 17.25 

7.25 

7.25 

7.Z5 

12.45 

7.45 



B I agger 

Guardian 

Micrfjfllvrnirs 

Hunchback 

3D Somb Alley 

Gurtsmake 

Blitzkrieg 



COMMODORE 

Access- US Gold fi.95 Disc 12.45 

Aciiwsion.. 1D.45 

Commodore (R Dim} 9.45 

Gremlin 7,45 

Martech , 7.45 

Ocean. ..,,7.45 

Ocean 7.45 

Ocean 7.45 

Quicksilva 13.95 DrSC 18. 95 

Systems 9.45 

US Gold 9.45 Disc 12.45 

US Gold 9.45 Disc 12.45 

ELECTRON 

Alijgaia - A 7.^5 

Alligata 7.25 

Micro User,. 5.25 

Ocean 5.45 

Soft. Invasion 775 

Soft. Invasion 7.25 

S/W Invasion ] ., 7.25 



7 25 Please send me 







545 
9.45 
9.45 
550 
545 







Computer 

Name... 

Address 

I ENCLOSE CHEQUE -P O. for £. 



-- 



P.C.G. 



Write or phone for free brochure - don 1 forget to state micro. Postage and packing 50p in UK - Europ* please add 50p per tape. 



BARGAIN HUNTERS 

DO IT WITH ZEAL 



SPECTRUM SOUND BOOSTER 

with volume control -load -save switch 
£14.50 Just piug in and go! 
All connections external 

SPECTRUM POWER REMOTE SWITCH 
£2.95 



LONG-LIFE SURESHOT JOYSTICKS 



PLEASE S END M E . (please tick 1 






Sound boaster 


n 


Powfcf Remote Switch 


□ 


16K Ram pack -2XBt 


□ 


Wizard Interface 


□ 


Sage Empemr Keyboard 


□ 


Joystick Convflrt^r.'QL 


□ 


Joyslfck 




BBC 1 fl Player) 


□ 
□ 


- Spectrum etc 


□ 


BBC Players) 


Dragon 


D 




Prog.l F for Spectrum 


□ 







■ 



Zeal Marketing Limited, 
Vanguard Trading Estate, 
Storforth Lane t 
ChesterTietd S40 2TZ 



?ctrum, Cornrriodore. Atari 
BBC(1 player) 
BBC (2 players) 
DRAGON 
Programmable interface [Spectrum) 
Wizard Joystick Interface 

For BBC (2 players) 
Joystick Converter for QL 
Saga Emperor Keyboard 
ZX81.16KRampack 
All prices inc. VAT&P/P 



Zeal Marketing Limited 
Vanguard Trading Estate 
Storforth Lane 
Chesterfield S40 2TZ 
TeL 0246-208555 



£14.95 
£17.50 
£32,00 
£15.95 
£22.95 
£14 95 

£6.50 
■£54.95 
£17.50 
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R.FB. 5DFTWHRE 

THE NEW NAME IN QUALITY SOFTWARE 



FIERY FRED 4BK SPECTRUM 




PLAYING FIERY FRED 

Your task Is to regain your garden from the alien invaders. To help you 
fight She feral beasts you are arm&rJ with the ultimate Mole-Blaster or ail 
time and to tap that there are rocks that come to your aid when yau run 
below them. 

FEATURES 

# 100% MACHINE CODE * BONUS LIVES 
#S0Uf*G AND COLOUR * HOLD 

# HI-RES GRAPHICS * JOYSTICK OPTION 

# MULTIPLE NASTIES * FAST FIRE 

# HIGH SCORE * PROGRESSIVE DIFFICULTY 

LIFETIME GUARANTEE 
SPECIAL OFFER ONLY £4.50 inc. (normally £5.95) 



Write to- 



R.F.B. SOFTWARE 

SOFTWARE HOUSE, 1 DRYDEN CLOSE, 
CANTERBURY, KENTCT11XW, 

Send order by 1st class post and receive fiery Fred in 3 days 




ft by RON J FORTIER 

Start your searc hfor the Wizard 
at the entrance to hisfo rhress. 
Through out the search you battle 
with the Ninja brandishing their 
bokken sticks. 

But beware of the Green Yarno. 
When you have overcome all 
the obstacles press the button 
ana 1 destroy the Wizard 
and his fortunes are yours, 

i 

And remember you are 
Bruce Lee, one of the greatest 
masters of the martial arts! 

Both diskand cassette far Commodore 64 
Atari 48 K and now Spectrum. 




SOFTWARE ALWAYS DISCOUNTED 



14 THAMES STREET, KINGSTON UPON THAMES 01 -341 4911 
382 KINGS ROAD, CHELSEA, 5W3 01-352 9230 
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Th* section fhij month is completely dominated by the two mew games 
from Ultimate. So much so that we'vs labelled both of th&m Gome of 
the AAonth. rVbpny Spectrum owners will aireody have seen the games by the 
time they read this - but perhaps they'll still appreciate our map of 
Underwuride, ond some tips on both games which aren't to be found in the 
instructions. 

Tir Nv Nog, Jasper! and Buggy Blast ore also big hits an the Spectrum, 
while '64 owners will have lo be content this month with Beyond s slick new 
package Psi Warrior. There's also plenty of impressive software for the 
BBCj One. Amstrad and MSX machines - so turn the page and feast your 
eyes. 

The PCG ratings - marks out of 10 



GRAPHICS: Are Ihtgr colcwful 
rustic, detailed 1 ? Art a-eetfes 
wfif arWiKrW? Is rncwKnan 
smool*? Does the game look diffe- 
rent, or i? it iffnilor (a plenty of 
olhe¥ s <n the morier? 
SOUND: Does it Meted in 
odditg good utrTKMphtrt ta the 



f1 avtoyirtg? ts there goad my-jk? 

ORlGWALITT: [toes the game 
contain sigpif rani nsw ides, or is 
if sirnpJy o reMh of cwensedaid 
tired ihimK?l4si pottftoy it do 
you tWt "Wow, this is drflcnwr? 
LASTING INTEREST ^ The 
n»'J impoftefitryjling. Is the game 



r^[w?DoBilh(irtfJeprh?A 
loog-herm dSdlenge? Will you Mill 
be ptayinj Uma rnrfs litre? 

OVERALL: This tota irMo 
peawi oil *h* obw. plw the 
pf i« of the game. I! we hiiink jft 
ower-priced tor wrml if a, i\ oid 
petmorkjeddo-w. 



GAMES OF THE MONTH 



Kili^hUCjr* (SpBCSri 
Under wurl Hp / Snpf 



PCG HITS 



Psi Worrit (Commodafe64) 
Cai Me of Gems (.BBC) 
Tir Na Nog {Spectr u m ) 
Ja^pef ! (Specfr-vrn) 
Buo^y Bkrtl (Specrrurn) 



40 
6B 
73 
W 
84 



Bao*y 
T u r mo '.I 



<72 
92 



Gfostbuitttf 

Britfl*5 
Rocket Soger 
Headache 
Jinn Gertie 
Toy E'iorrp 
Fighter Pi lot 
Drelba 
Bird Mother 

Cul^beri srrtera the Tombs of Doom 
PS' Warrior 

Sw-STJW 

Aztec 
Sarcefy 



54 
56 
56 
5* 
56 
58 
5B 
58 
60 
60 
60 
64 
64 
64 
64 



Nightmare Mcnv 
Duck! 

Casll*af Gems 

Edd ■■& Ki dd's Jump Choi lenge 

Felix Weeu the Evi f Weev i I s 

Scrabble 

Spaceman Sid 



6& 
6B 

n 

72 
72 
72 



Knigtil Lt*e 
Super Mull 
Tir No Nng 
All or Nothing 
Volcano. 
Jasperl 

Travel wirh Trash mo n 
Sir Lancelot 
B-jggy Bio if 
Underwurlde 
Mr Freeze 
Me I 'down 
Country Cottages 
Insurgency 



&£ 
73 
7B 
GO 
80 
80 
84 
94 
64 
86 
90 
90 
92 
92 



Super Cobra 


66 


Comic Bakery 


66 


Coco in ihe Caslle 


66 


T ime Pi lot 


66 


ELECTRON 




Eddie Kidd'5 Jump Challenge 


72 


Fel i x meats ihe i 1 Wee vl 1$ 


72 


Spy?:eman Sid 


72 


VIC 30 




Folly Henry 


58 


Space invaders 


58 


Mickey the Br icky 


72 


AMSTRAD 




Rofand on the Pun 


75 


Holdfast 


75 


ORIC ATMOS 




Styx 


76 


Fire Flash 


76 


VIDEO NASTY 




Cocoirt the Castle 


66 





HTHVMIKEI 



Coram trcm Prunhiry. 

Of Jhiff -SlhJ un» rtS!i4SK 

Speodum Cor which tie 
claims <n hiwea hcNy' 

KlfL*i«CDl|eCticiIl tfr/fflrt 

□Id. 




A winner m our«jrjipiiiii(jn 
l^atibcE-lO asp&rhliuu, rt-i'kw 
uJ Jnrcv?inri"(im3f AJCCifr A^Cd 
L&, lives in Binwley, 
Yorkshire ind rywrw* ^+6rJ(i 
expanded V^c29- 




PQO> Icirw-iufftfln* eitiUjr. 

arid (fwntl 0T1 
SitL-tnim and ComnjiKjun- 
64. T«j busy edilinjUhf (ndu 
ID Sp«nd u much IrnWH h* d 




A Ifr-ytar old from Lor«km. 
hogj n.ii:i[i%hurh On A- levels 
Hkhchs 1o a Spectrum and 
BBC on brth of wtiic* Jie's 
seen slack{.o*garticj l>xln'( 
want hii picture puhfliflied 




Aged l T, Jim rot in 
Himrmaikin icctldtilogj' 
gjvft him *ciy*s.1o WOi* 

Ddns; ixn PCfi s p*ncl 
brtajuHf rtikirwci^ipiii 
bulky | 



fUItft MARSHALL 



A 17-ycaxjidl Scot ftoia 
CilSiiH>« Hftt ownc t nf a 
( i. ii' in. „:.-< I-* Vi, 
U'h^ n he's run pbyirux one 
iir h is Ru rU |jarnf £ - or 
prc-jpamircng i>no rJ hss 
Ciwn - he likes phokiumph c 
EiihiiiE.ajKl hockiiy. 



i 



lusctuniid l^andprffcrito 
bccafk-dSam. Wurkili.ll 
time tot It'G and ihow$ a 
mean [cm h uti irucrn gamci. 
when she's noi Loo iujy 
njpinj-wijh reG's hup: 

ir,li|nj|,: 




iMDPJ £ H kPM H 

Afiorher 16 year-did. wogrks 
roifl CCmipulL'rslMiji in 
J^imwranilLlaimsa 
bi. kllr.ii.iKi k-wwk d*f i,< 
wvc-r.il tl-KMitand dilfcrtni 
awnimletrsjsinrj. 




A t? ye«f old LotidCDirruikl 

o:impU3Cr*ddict OwMt 
BBC, One. CCLnfS.arKll 
oraken ZXS1. Al»ri writes 
program j and haxhndcinc 
puKisiiLd in PCG. 




MARTTH MMflH 

Avtd IS Wld&W|M in 
Ai'k'ibury BucBcs, 
pn. pan.iiK fcr O Inulf 
fJwrtt a Specjntm J SK bui 
alto likc-r ruciitull . music 
and M«vclcoiviics 




NM WBHft 

A J & ycar-n+d frowi 
Chester and an ?vid AttltOr, 
Cjwtmt. Hu's had his micro 
tK\ cn ti't ! -if and is g 
kftn and venturer while 
ililE bniuj partial 1o a hi1 of 
CaiOjrian hutsting. 



Full -time ttiti SlaJT wri(ur (if 
enormous #tt (but rJill under 
30) Jlasa piiv,iin,r:>: f^i- 
mutinj arcade fpumct 
Ljj;H.li.j:-ai+i,LnlurLi 'fiOfrtW 
'em Bit Mrfjrtli one Strtto of 
Cn.-J W ,<'i.r H..nAf! Haii!" 




A 1*-H*r-Htd rrumOxturd. 

l-.i- a 1)1 ■:;■-=■ hi :| I; -ml; 

»*h four oHhrr hiIctos 
Fji j oy * ptayj nj Ch uc kit 




AnolherfuJI Umr slafT writer 
he's- a I ready worked his. way 
LIituuuIi a masicvi 1 nunib-L r or 
Kuries hi ti e \tw nicnlhi. hs's 
btoul PCG Asi-d I9and 
UieoWMf (rfi Sinclair QL 




PATIlf 

Aged 1 4 anit comes (torn 
Camhridge. Everyone ill JlB 
daM at sthddl has a micro - 
Ri-. la.ai hsmscll has. ■ :v I 
an irnprEuivc writing $tyte - 
iia JaUitr *urks fur thv I'J^ilv 

Wkrof 




imiH FILBY 

Another erfihcM'M 
owner*, (tfa J Hand livn in 
Bedford LikciplayinRWiLh 
CDinjiuten and pla>: wuh 
wurdi. 




STEVKHKE 

PC0's29 ytur edd deputy 
editor -hnn Spectrum. 
uwd to own a Lynx, and h.is 
;.i>: -r i ■ 1 1 ^ .- 1 1 .j. i \:ii-.|.-iJ 
wtscJi h* sees Bi the best 
thing s»nce UieadvTnt of 
adi^murc (wmcs 
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• SPECTRUM • SPECTRIJ 



KNIGHT 



The inlay card for Knight Lore 
makes intriguing reading. l 3D sce- 
nario' it says. Also, 'amazing 
animation Plus Til mat ion, a unique 
process whereby you have complete 
freedom within the confines of your 
imagination to do as you wish with any 
of the objects and items.' Sounds like 
the usual promotional con? No, this 
game is as much of a breakthrough as 
Ultimate claim, 

For a start, the graphics are astound- 
ing. There have been plenty of 3D games 
in the last year, but this one is in a class 
of its own The characters and objects 
are large and completely solid, not just 
line drawings The perspective is as clear 
and convincing as you could hope for 
and yet, the action remains satisfying^ 
fast and precise, 

You might think all this is just pretty 
window dressing. In fact, the 3D pre- 
sentation is essential because most of 
the game s numerous puzzles simply 
could n l be d is played in 2D. 

The story goes like this: Sab re man, 
having escaped from the jungle and the 



Undcrwurkte now finds himself afflicted 
by a curse which has made him a 
wercwnlf. The only being who can free 
him from it Is a certain wizard who- must 
be located and given certain objects to 
create the necessary spell. 

So. Sabreman spends his time roarn- 
ng through the wizard's Esc her- 1 ike 
castle, trying to get safely through 100- 
plus rooms, picking up objects en route. 
He has 40 days to complete the task - 
the passage of each day being indicated 
at the bottom of the screen where a sun 
and a moon rise and fall alternately. 
Every time the moon rises, Sabreman 
changes into a wolf, clearly a nasty 
experience even though the wolf dot's 
look rather cute. 

Rut it's the challenge presented by 
individual screens which makes the 
game. There are spiked floors to be 
avoided, floating paving stones which 
may sink when you jump onto them, 
and evil barbed balls which fall from the 
ceiling. Then there are brilliantly drawn 
ghosts which rush through at dangerous 
speed, armoured guards plodding sober- 
ly in straight lines, and white spheres, 
which usually bounce gently around the 
screen, but can also act as a kind of 
hall-bearing to roll paving stones from 
one place to another. 

These elements have been combined 
in different ways to create the most 
ingenious puzzles. In one screen an 



WHAT THE INSTRUCTIONS DON'T SAY 



As with all Ultimate 
games, the cassette inlay 
is less than explicit about 
what you're actually meant to do 
in Knight Lore. Now all can be 
revealed: 

Scattered around the many 
rooms of the castle are various 
objects such as crystal orbs T po- 
tions, boots, and crystals. Vou can 
carry up to three of these at once. 
Once you've picked up three 
you must find the location in 
which the wizard walks around 
his cauldron. One of two things 
will happen. The flickering spell 
on top of the cauldron may attack 
you - in which case get out fasu 
Alternati vely, tt may flash up a 
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picture of an object, ff you have 
this object, move it into the 'drop' 
position of your status display 
and then hop over the side of the 
cauldron (avoiding the wizard). 
This effectively drops that object 
into the brew. 

You simply have to keep re- 
peatjtig this procedure with fresh 
objects until the brew is com- 
plete. The bad news is that you 
have to put in no less than 14 
different objects - which could 
take some doing. But it can be 
done. (Both Underwuride and 
Knight Lore were solved by 
games freaks within a week of 
their release.) 



objeel you need is surrounded by spikes 
- you can drop onto it from above, but 
escape seems impossible. However, if 
you stand on a sinking paving stone for 
just the right amount of time, you can 
create a path Lo safety. Elsewhere there 
are objects hidden under paving stones, 
as well as booby-trapped objects - col- 
lecting one might cause barbed balls to 
fall and block your escape, 

Control of Sabreman marks a depar- 
ture for Ultimate. There are two keys to 
turn him left and right, another to move 
him forwards, two more to jump and 
pick up objects Th is mode of movement 
takes a little getting used to, but at least 
the company have abandoned their tra- 
ditional control key layout in favour of a 
mueh more workable arrangement. 
Joystick owners have an optiun called 
'directional movement' which many 
people will find even easier. 

One criticism of the previous three 
Ultimate games was that interest in 
them was bound to wane once they had 
been solved. 1 don't think this will 
happen with Knight Lore, because even 
after solving the game, there will still be 
the challenge of solving it in fewer 
'days'. 

There's no doubt about it Ullimates 
magic is as powerful as ever. Knight 
Lore will be every hit as influential as 
Atic Atac was a year ago. It's a spel 1 
' binding triumph, Chris Anderson 




MM 



ScreenTest 
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GAME: KNIGHT LORE 



MACHINE: SPECTRUM 4BK 

8^ CONTROL: KEYS, K £M P , SINC, CRSR 
FROM I ULTIMATE, £9.95 




[ LASTING INTEREST 






Superb otmp^phcre 
rand 3D y ropfmri. 



tflchrDpn pre&unt* you vwith o puz* l« - even if it'ienly 
getting to the other side. Some of Hie more complex Hask> 
require real I y ingenioui tolutrom. 



vxbE 



are the a rat Sr Y thii n/# . 

^?*at* hove f;wi $t6ve Co Q |r e 
g^^^*™°n , nro 30 «o(e hog 
^ B *RR«^BRRg B ^^^/y*W''ng 0t " 



21 



£: n , dous '' SS S* - * e some 

effect. * °P'" c s and UJ»;„. . °" eF >9e, 
nigh, ^ ,° S,, *>Oc), and , i ° S *W I 

touna SE£ SO,ve * 'he if 

^C.z^^toSr* J 
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GAME: GHOSTBUSTERS 
MACHINE: COMMODORE 64 
CONTROL: JOYSTICK 

FROM: ACTIVISION, £10.99, £19.99 D 

Ghostbusters has some beautiful 
touches The first is the horrible ghostly 
laugh that drifts out of the set when the 
game is loading, Then on comes the 
chart-topping theme musie. with the 
words appearing line by line on the 
screen so you can sing along brilliant! 

Bopping around on the chair I intre- 
pidly pressed the Fl key and went into 
the game itself. Your first task is the 
rather mundane one of getting your 
spook-hunting franchise and getting a 
loan from the bank. 

T he next screen displays a selection of 
ghostbusting equipment and their 
prices, and you have to consider how 
best to spend your resources. The hard- 
ware includes a choice of car (from 
coupe to station wagon) and traps, bait, 
image inten sifters etc. 

The next step is to press E, which 
shows you a map of the town, with your 
position represented by the Ghostbus- 
ters logo. 

Your aim is to catch 'slimmers' and 
stop roamers* from reaching the 
dreaded Temple of Zuuf Roamers are 
yellow ghostly creatures, and quite easy 
to catch by freezing them. Pressing the 
fire button you then sec a representation 
of your car on a three lane road and 
when they appear you suck them in with 
your vacuum. Slimers aren't such a 
doddle. 

Stopping outside a red flashing house 
- which means there's a slimer inside, 
you press the fire button, When you get 
there, you have to deposit the trap, 
station your men and catch the blighter. 
For this you receive money, [f you 
manage to catch enough slimers and 
avoid paying damage when the marsh- 
mallow man appears (press B quickly} 
then you might make it to the Temple. 

To reach the Temple of Zuul you must 
be able to cover your bank loan, then 
creep past the patrolling marsh mallow 
man to reach the top of the building and 
confront ZuuL 

The four kinds of screen you sec aren't 
graphically brilliant but definitely come 
up to standard Difficulty is determined 
by the amount of Psycho- Kinetic energy 
fPK) in the town. As your PK goes up 
the harder it gets. The PK will rise 
drastically if you miss any of the ghosts. 

When it reaches major proportions 
around 10,000 - the Keymaster and 
Gatekeeper will reach the temple and 
you, unfortunately, are bankrupted and 
foreclosed by the bank. 

Body -popping music, good graphics 
and an obvious sense of fun, i felt this 
game lived up to its hype - and will be a 
real blast for people who enjoyed the 
movie, 

Samantha Hemens 
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Attempting to ceif eh o ilimcr by guidi no »r 
within range of your trap 



I SiOUND 



I OBIOINA1JTY 



| LASTtNGlNlFBF5T 



' 



Hp 
& 



The gone itself m ; gnt . 
"offer the foc( t f, at na '* w *. were it 

ft *• Bome-plov .. .1 / ' C >™« will 
*w*r, of thTga me ' ( ° Ver0 '' 

Chris Anderson 



I found it o L? * ' 9 ra P^«ond 
Bob Wade 



e ' L 'ne musrr Dni j tn . ( a,<eo err as 



The Problem is |„„ ° re enth Wio!tic. 

*fflftf5r: ^ d to 

ltma ywe j, tak 
•"ore money thru, , 9 flme <oget 

Peter Co nn<)r 



TANDV A TRfi 811 AHf Wfilfi^fflfH'TflAUF MAPtS OF TKt TMDY COPPflPJTiON 



Tandu 

TffS-flO OOiOUff COMPUTES! 

The TRS-BQ CotourComiW'?*' * maul for anybody who 
vronls id en|oy ¥*dw jomei in a systflfn Itwl can He used 
to many oflwr household, business owl sducatfwial rasks. 
Wi gnat lor Iwgifinefs wtia vranl □ compule'' that s &asy to 
Horn an • dl-1 nm limiting. And lis perfect far hrtjbyrste 
wtici want □ fu 1 1-1 win red sysram with rh# opportunity tor 
GDranc&d graphics and prog mm mine; -uupCintiCil, 




41 Truro Rd, Si. Austell Cornwall PL25 5JE 
Phone 0726 3456 
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I gbapmTcT 



SOUND 



f DttlGlNAUtY 



'i^lMl. NibREST 



OVERALL 



GRAPHICS 



I OfllGlNAL~ 



VASTING :NT£ftE^1 



OvtR^LI 



1 GRAPHICS 
SOUND 



;' ORONA.LIT" 



;"la5tingin-e^ei' 



OVERaU 
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CAME: BRISTLES 

MAC HI WE' COMMODORE 64 

CONTROL: J OY ST I C K 



FROM: STATESOFT, £8.95 C r £10,95 D 

This game about painting houses comes 
with a comprehensive 12 page set of 
instructions. Don't let this put you off- 
it is in fact a simple game of slapping 
emulsion all over a house. 

Each house has a number of rooms 
connected by lifts and steps which allow 
you to move from one to the other, 
painting as you go, You have to pai n 1 1 h e 
entire house within a time limit which 
gets shorter on the higher levels 

Each dwelling has a selection of 



hazards which you must avoid. For 
example, Brenda the Brat puts hand 
prints on the walls and has to be kept 
quiet with a candy stick 

A series of malevolent buckets also 
causes problems with flying half pints 
whizzing across levels, dumb buckets 
shuttling up and down floors and their 
leader, the bucket-chucker, pursuing 
you relentlessly. Don't worry though, 
some of them don't appear until higher 
levels Avoiding these horrors is mostly 
a matter of jumping, ducking or moving 
quickly to another storey of the house, 

There is a total of 48 levels. Each level 
e on si sts of eight bu i 1 d i ngs contain! ng six 
levels The graphics are good and you 



CAME: ROCKET ROGER 
MACHINE; CBM 64 
CONTROL; KEYS 

FROM: ALLFGATA, £7.95 C, E1L95D 
Vou control Rocket Roger, our intrepid 
hero w ith backpack-and-all. in his effort 
to collect 99 crystals from above and 
below the surface of a planet where his 
rocket has crash-landed without too 
much apparent damage. 

It is an eight-way scrolling game with 
a little too much similarity to Son of 
Blagger for my liking and I do not think 
the added feature of being able to fly 
compensates for this. The thirty square 
feet of playing area boasted does not 
seem to pose as big a challenge as Son of 



Blaggerhul it is still pretty difficult 

The planet surface where you start is 
littered w r ith volcanoes spitting lava and 
you aren't safe from these anywhere on 
screen. Spaceships and descending 
meteors are also early dangers but judi- 
cious use of your jet pack and the fire 
button can get you past them , 

The crystals fuel both your jet pac and 
your spaceship so you have to keep up 
your collecting to avoid crashes. This 
isn't easy in the caves where laser beams 
and sliding doors bar your way. 

Graphics are slick and professional in 
all respects, including the nasties which 
guard the entrance to the lower world 
and all those in the underground zones 
which the game is divided into. The 



CAME i HEADACHE 



MACHINE: COMMODORE 64 
CONTROL: JOYSTICK r KEYS 



il FfREBIRQ SOFTWARE, £2.50 

This is one of the first in a new range of 
games from Firebird Software, sold at a 
price that won t break the bank. Firebird 
arc a subsidiary of British Telecom and 
not surprisingly, from the people who 
brought you 'the power behind the 
button 1 , a keyboard option is given. So 
what do you get for your money? More 
than you might expect. 

This simple, yet originally presented 
game, is made more compulsive by a 
change of opponents with every level 



and good sound effects, including ex- 
plosions and a noise similar to the 
Tardis, of Dr. Who fame, taking off. The 
final touches are a pause facility and a 
music on /off option a shortcoming on 
most other games. 

As Ned. a robotic-looking character, 
you must run around a head-shaped 
area collecting impulses from what 
appear to be people sitting upright, and 
carry these to either & rather small- 
looking brain at the top of the head or to 
the neck. Blocking your path is Head 
Banger, an unfriendly little chap who 
wields a hammer and runs madly about 
the screen chasing you. His aim in life is 
to give you a fatal headache. 



CAME: JINN GENIE 
MACHINE; COMMODORE 64 
CONTROL: KEYS, JOYSTICK 



1MICROMEGA, £8.95 

finn Genie is another Commodore 
game set in mystical Arabia. Your aim is 
to find the magic jar, the only vessel 
capable of holding and banishing the 
wicked Ifreet. You must save the Gol- 
den City from his evil ways! 

In the first screen you must fly 
through the flying devils on your magic 
carpet. You can also destroy them with 
magic spells. To do this you press the Fire 
button on the joystick, which will make 
a spell causing a cloud-like sprite to 



appear. You then manoeuvre it round 
the screen until it is over one of the 
devils. This sounds tiddly but it is quite 
easy to do, 

On the second screen you must find a 
window which opens for you, by climb- 
ing various ladders. This is a bit of a con 
really, since it is always the eighth 
window you try! 

On the third screen you must light 
various torches which will enable you to 
find the magic jar. 

Finally, you come So the inner sanc- 
tum where you must trap the Ifreet in 
the jar. Again you control both the hero 
and the jar with the joystick, using the 
fire button to switch between them, if 
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can choose one of eight different pain- 
ters to use as your character. 

Each of the skill levels is different 
which stops the game from getting bor- 
ing. For example, on level Iwo your 
painter uses invisible paint! And on skill 
level six, not only is the paint invisible, 
but you have to paint all eight buildings 
in the dark! 

After you have completed each build- 
ing you arc given a word which will 
eventually make up a sentence. This 
makes the game even more addictive. 

I recommend all Commodore 64 
owners to add Eristics to their shelves 
Fainting has never been such fun? 

Steven Filby 



scrolling is what you'd expect from 
Alligata - the best. There isn t an awful 
lot of sound though. 

An important word of warning- YOU 
CANNOT USE A JOYSTICK!! Boo! 
Hiss! I hear you cry. Never mind, there 
are only four keys to use, and you can 
really forget the jump key with your 
super jetpac. 

You could collect crystals or simply 
explore the underground caverns. 
Staying in a zone will result in being 
killed by a vicious football. Do not hit 
the edges of the caves or any aliens 
Don't run out of fuel either. All will 
result in losing one of your five lives. 
Plenty to keep your interest for a long 
while. Simon Chapman 



Head Banger is helped in his mission 
by the Throbs - evil aliens who start off 
as 'jcllyfish'-like creatures but mutate 
on later levels to weird and wonderful 
things like potato waffles and octo- 
puses. If Ned beats the clock, which 
ticks relentlessly as he races about, and 
defeats Head Banger and the Throbs, he 
moves further into the game. My only 
criticism of Headache is that it is some- 
times awkward to move Ned up the 
ladders. 

This game shouldn't be discounted 
because of its price. It isn't a great game 
but it isn't bad either and it won't be a 
costly mistake if you're not entirely 
jappy withit. Fraser Marshall 

you manage to get this far, which isn't 
too difficult, the game starts again at a 
harder level. 

Fortunately you can start at higher 
levels, which is a good idea since the 
first level is so easy it becomes a bit of a 
bore. 

Sadly, most screens are of good old 
Manic Miner type. Despite the fact that 
the graphics are very colourful and of a 
good quality, and that the game has a 
good story, at £8 95 it is a bit over priced. 
There are many other good platform 
games that are a lot cheaper, so unless 
the price of this game is brought down, i 
you might be better off buying one of the 
utters, Steven Filby 
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CAME: TOY BIZARRE 

MACHINl* COMMODORE 64 
CONTRO Li KEY$ r JOYSTICK 
ACTIV1SION, £9.95 



C I ACTING INTEREST 



| QVfcftALlL 



A highly original game where you must 
guide Merton the maintenance man 
through 'hours 7 of turning off valves in a 
factory. If you don't turn them off. you 
get balloons that fill up and float 
gracefully to the top of the screen and 
mutate into nasty little gremlins. 

These baddies - dont be fooled by 
their innocent toy* acts - will hop 
around the platforms and six pistons 
where you may j ump out an d nab % m . 

To make life difficult, the overweight 



Hefty Hilda regularly appears and turns 
the valves back on. There are bonus 
phases (called Safety Checks^ an in- 
creasing number of Hildas and gremlins, 
and changing arrangements of plat- 
forms to keep up the interest. 

The display is really just a side-on 
view but there is just a hint of 3D on the 
platforms. Merton has to run along the 
platforms, jump over Hilda and the 
other deadly nasties, and super- bounce 
onto higher Icvels. 

A game with a good tune at the 
beginning of each 'hour 1 (level). There is 
a time limit on the game so be quick to 
get those gremlins' 

Animation is smooth and the sound 




CAME; PRE LBS 
MACHINE; COMMODORE 64 
CONTROL: JOYSTICK 



USGOLD,£9.95C r £12.95D 



This is one of those simple two-stage 
games which get progressively harder 
the longer you play. 

Stage 1 places you on a screen clut- 
tered with revolving panels, which you 
must arrange in sets of four panels so 
that they form a square. 

Once you construct a square out of 
four panels it colours in. Nudging all the 
available panels into squares takes you 
on to the next phase of the game. 
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QAMll FATTY HENRY 

MACHINE) VIC 20 UN EXPANDED 



KEYS, JOYSTICK 
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SOFTWARE PROJECTS. £5.95 



Ever been worried about being eaten? 
Weil here you are a nice fat little fish 
called Thwitehy Th willy plucked from 
your watery wonderland and thrown 
into the oven of a first class restaurant. 

Trapped in the oven you find flames 
Licking along the bottom of the screen - 
put the ni out or your goose (do 1 mean 
trout?) is cooked. Thwitehy automati- 
cally drops towards the flames so you 
have to have a light touch on the 
joystick or keys to avoid fatal crashes. 



The flames are extinguished by collect- 
ing the drops of condensation that form 
at the top of the oven and releasing them 
onto the fire below. 

Need less to say th i ngs aren \ as sim pi e 
as that and there area variety of hazards 
to overcome. You can select any one of 
six screens to start at. but some are much 
harder than others and you would be 
wise to begin with the first screen that 
appears on the demo run. Different 
dangers appear on each of the ten 
semens but one ever present risk is the 
flames that shoot up a column to try and 
fry you. 

Other threats are flying pieces of food, 
a rotating spit and the infamous animal 
of the title - the restaurant's pet dog 



: FIGHTER PILOT 



MACHINE; COMMODORE 64 
CONTROL; KEYS. JOYSTICK 
FROM; DIGITAL INTEGRATION, £9.05 



bat, plus four skiil levels, comprehen- 
sive controls, and good instrumentation 
make this a winner for anyone who 
longs to lake to the skies. 

Sieve Cooke 



CAME: SPACE INVADERS 



Here at last is one of the greatest flight 
simulators for a home micro, translated 
from the Spectrum. 

Six options, from Landing practise 
through to thrilling 3D air-to-air com- 
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MACHINE! VIC 20 UN EXPANDED 
CONTROL; JOYSTICK, KEYS 

PRQMi LIVEW IRE, £4,90 

lfs a long time since I've seen a micro 
version of this game, the grand -daddy of 
them all. 

Even though I enjoyed the game for its 
nostalgia value J have to admit that it 
isn't one of those games that age cannot 
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effects are continuous without being 
off- putting. Pity there's no music-as- 
you -play which J do enjoy. 

It's a little awkward to bounce onto 
higher levels at times. Detail of the 
graphics is only reasonable but it does 
not need to be superb to be an entertain- 
ing and pleasant game. 

One of the better new releases from 
Acti vision but surprisingly, the loading 
of this game is around seven minutes. 
So. it w ould benefit from a faster loading 
system. 

However, I think it's neat, well pre- 
sented and with enough different varia- 
tions to be worth the rather lengthy 
i ni tial wai t. Simo n Chap man 
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There are a couple of problems, 
however. The first one moves clockwise 
around the perimeter of the screen r 
blasting off the occasional bullet and 
another patrols the rest of the display, 
shifting panels (but without filling in 
squares) and killing you on contact 

What's more, every so often a hideous 
face will appear in one of your filled -in 
squares and leer at you. When it dis- 
appears you find you've got to fill the 
square all over again. Occasionally this 
ugly mug is replaced by a damsel in 
distress, whereupon you jump into the 
square and give her a kiss, thereby 
earning mucho (or should it be macho?) 
bonus points. 

The second phase is very simple - you 
find yourself on a screen littered with 
images of your Drelbish self which you 
must walk over, whereupon they turn 
red and flee from the screen for bonus 
points, While you re doing this, a robot 



Fatty Schizo' Henry who is very fond of 
fish. 

On each screen there are also layers 
through which a droplet of water cannot 
pass. Then you have the tough fob of 
trying to dip below these to release your 
burden without getting hit by a flame. 

It is annoying that every time you lose 
a life all your fine fighting is undone and 
you s tart agai ninasi zzli nghot ove n . 

The graphics are chunky and there is 
only one basic screen with variations 
but its an original game concept and 
very well packaged for the unexpended 
Vic. There are no fancy tunes but some 
oven -like sound effects as you rush 
about trying to save your bacon, 

Bob Wade 

wither, But this is a reasonable version. 
Ft has chunky graphics and smooth 
movement that will not disappoint you 
if it's a gaine you want to play. 

Peter Connor 
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patrols the screen blasting away verti- 
cally and horizontally. 

Success, however, just starts you all 
over again, with more enemies (of the 
same kind, though) to thwart you, 

Drelbs is graphically attractive, easy 
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to play, and en joy ably addictive when 
you start. Though Ym inclined to doubt 
whether the addiction will fast all that 
lung. Steve Cooke 
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MACHINE: COMMODORE 64 
CONTROL: KEYS 

FH QMi LE ISURE GENIUS, £12 .95 

The Whodunnit board game on your 
home computer, and a pretty straight- 
forward translation it is too. No stun- 
ning animation or sound - although 
each character does have his or her own 
theme tune. If you like board games 
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Whofever thot creature is ihni'. _ 

you'll like this but then youVe proh- 
ably got it already. The only advantage 
this has over the original is that you can 
play by yourself, with the 64 taking all 
the other roles. Peter Co n n or 
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l BIRD MOTHER 



(COMMODORE 64 



CONTROL; JOYSTICK 



CREATIVE SPARKS, £7.95 



The world of nature is the setting for this 
original game which with its stunningly 
depicted hi-res background, looks just 
the place to spend a summer's day. 

As Bird Mother you must collect 
falling twigs to build a snug little nest. 
Having caught a twig you must drop it 
onto the nest and build, bit by bit. With a 
little practice this part of the operation 
becomes second nature, you just have to 
look out for the rocks and stones falling 
from the sky... 



CUTHBfcRT ENTERS THE TOMBS 
OF DOOM 



MACHINE; COMMODORE 64 



JOYSTICK 



MICRGDEAL, £6.95 



You are in the tombs of Led ro mica and 
you are trying to find the temple of Rah 
where you will be rewarded with a great 
treasure 

The tombs consist of over 200 screens 
through which you must pass. This is 
made difficult by the fact that you 
continually have to pick up keys to open 
doors which block your path. It is 
essential that you don't hang about in 



In your nest, you must now lay three 
eggs. These rapidly hatch into fledglings 
and need to be fed with the insects 
which fly about the sky at random. 

You pick up twigs, and food for the 
fledglings by pressing the fire button. 
This opens and closes the bird's beak, 
but you have to be very accurate. 

The flying insects are frustratingly 
hard to catch making the second screen 
more difficult than the first. At the same 
time r a man paces backwards and for- 
wards across the bottom of the screen, 
viciously throwing his walking stick into 
the air. 

The fledglings are exceptionally hard 
to protect and have to be bumped about 
the screen t being careful not to let them 

doing this because in each section of the 
tombs you only have a limited supply of 
oxygen. You only get more air when you 
open the door to the next section. 

There are also treasures trapped in the 
wails and these can be picked up for 
points. Greed can get you into trouble 
though since some large batches of 
treasure are trapped behind doors 
which you don't need to open in order 
to complete the course. This may leave 
you a key short and you'll asphyxiate 
quietly in a corner. 

Your biggest problems, however, are 
the tomb-dwelling nasties that magically 
appear through the evyl 1 portals. There 
are two ways of dealing with them; the 
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ge t off the edge of the scTeen. 

With these dangers avoided and your 
fledglings fattened up, you must now 
teach them to fly. The main problem on 
this screen is a ravenous hawk who fust 
loves the taste of baby bird. On comple- 
tion of these three tasks you move onto 
a higher level. 

On a change of screen, a different, 
although similarly repetitive little ditty is 
played throughout, which can become 
very irritating. Despite this, Bird 
Mother is one of the most colourful and 
we 1 1 -animated games for the 64 and 
should appeal to those of a gentler 
disposition, making a refreshing change 
from all-out destruction. 

Eraser Marshall 

best way is to zap them. Or you can take 
on the monsters with one of your three 
magic lamps. If a monster is touched in a 
room of the same colour as the lamp it is 
instantly immobilised. Rut you can use 
the lamp only once, after which it has to 
be refilled by gaining 2,000 points in a 
chamber of the same colour. 

In some rooms there are also trans- 
portation chambers which can move 
you around the screen from one to 
another, often getting you past an other- 
wise impassable obstacle. 

The rooms are repetitive so the real 
test is how much perseverance you 
have. Size alone can't make this game a 
winner. Bob Wade 
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Psi Warrior 

Psi s t Id's, surfboards, net projectors and 
remote viewing may all sound compli- 
cated but the wondrous plot and theory 
of this game surround a straightforward 
enough task. 

You are in a 60-Jevel ex-missile silo 
which has been taken over by psychic 
energy forces intent on destroying the 
human race. The Psi's and Id's are 
psychic entities which are controlled by 
a Source at the bottom of the silo. You 
have to destroy the Source and thus 
banish the forces. 

Your only weapon in this battle for 
survival is a Psi -net projector which 
traps the Psi's and Id's so that you can 
drain their energy, The nets and the 
energy are also vital for your battle 
against the Source since to beat it you 
have to have a massive store of energy 
and th e abili ty to hit it wit h t h ree nets. 

Your own energy comes in four 
varieties: a main type, which ticks away 
as a time limit in which you must destroy 
the Source; board energy, which runs 
your surfboard and can be replenished; 
and Psi and Id energy which are 
obtained by draining the equivalent 
monsters. 

Board energy is replaced by entering a 
60 PC GAMES ' 
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teleport gale, several of which are dotted 
around the silo. Psi and Id energy must 
be kept roughly equal as an imbalance 
will cause problems with control. 

To help you traverse the silo there are 
lifts, slides and bouncemats (to brrak a 
fall) but hindering you are turquoise 
lines which you cannot normally pass 
To get down the whole silo you will need 



The Other thing I liked nkn... 

My only ilight quibble would be that 
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Stevo Cooke 



several psychic powers which can only 
be used when you have enough Psi and 
Id energy. Tclcporting will take you 
back to a teleport gate while levitation 
allows you to move over gaps or obsta- 
cles. Remote viewing allows you to view 
away from your body in black and white 
while invisibility confuses the Psi if they 
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are pursuing vou. 



are pursuing you. 

AJI these skills take Id energy to fuel 
them and Psi energy to control the use of 
Id. This may all sound complicated but 
basically it is a matter of zapping mons- 
ters most of the time so that you can gam 
the powers to reach and overcome the 
Source, 

The graphics are excellent and the 
feel 1 of the surfboard is terrific with 
great sound effects accompanying the 
skid of your board or the crackle of an 
a ppr oac hi n g enemy . Bob Wad e 
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GAME: SEE SAW 
MACHINE: COMMODORE 64 
CONTROL: JOYSTICK 

FROM: QUICKSILVA, £7.95 
According to the blurb on the cassette 
cover, the Evil Lord has imprisoned the 
members of your brotherhood in his 
castle, and it is your job to rescue them, 
ft doesn't actually say what you and the 
rest of your kind are - but by the looks of 
things I'd say bald hedgehogs come 
close. 

Anyway, on with the game' A quick 
press of the old fire button presents you 
with an attractive 3D view of a two- 
turreted stone castle with a front of 



coloured bricks, and the lord's grinning 
henchmen <er ,. . they're frog* ,. .). 

The Evil Lord wanders up and down 
at the lop of the castle behind the bricks. 
Occasionally he stops to push a brick, 
which moves with a realistic grinding 
sound, and topples over the battlements 
onto the see-saw below. 

You. poor hedgehog, are situated 
upon the aforesaid see -saw. You must 
not only dodge the falling bricks, you 
must also avoid being catapulted into 
oblivion as they strike the see-saw. 

Provided you manage to keep out of 
the way, you then have a chance to get 
your revenge by shifting the fallen bricks 
on the see-saw so that when the next 



GAMEt AZTEC 

MACHINE; COMMODORE 64 

CONTROL; KEYS 

FROM; BEYOND, £8.95 



I had entered the South American rain 
forest with some trepidation, it's not 
every day that you search for an Aztec 
temple. Soon I found it and explored it 
to my heart s content. That is where the 
fun really started. 

Okay, now you know that Aztec is yet 
another exploration game. Fortunately, 
unlike Quo Vadis and its ilk, Aztec is 
random so there is little point in map- 
ping from one loading to another 

The temple is randomly generated on 



each load and consists of floors con- 
nected by steps. You have to explore in 
search oi the Golden Idol, fighting off 
monsters and opening treasure chests to 
find useful objects. 

The Temple itself is uninspiring in its 
design and one room looks much like 
another. The interest is in the various 
chests you' 1 1 find, the contents of which 
are vital to your survival and the success 
of your quest 

To negotiate the eight 'storeys' takes 
skill, and there is a level of difficulty 
selector to keep you in light spots. 

You control a fully {though rather 
jerkily} animated Indiana Jones-style 
figure, who can walk/run/shoot/jump 



CAME: SORCERY 
MACHINE: COMMODORE 64 
CONTROL: JOYSTICK 

FROM: VIRGIN GAMES, £7.95 

There has been a noticeable improve- 
ment in the titles that Virgin have 
brought out for the Commodore 64 
recently, Luckily, Sorcery con (in Lies (his 
trend It is a straight conversion of the 
Spectrum game of the same name that 
proved relatively popular, 

Ii was conceived by Martin Wheeler, 
the idea of the game being similar to thai 
of U I ti mate's legendary >lf re ' Atac. 

The wizard moves about the screens 
(17 of them) by levitation and doors. 



However, in each location there is a 
monster or three that would just love to 
Star in the next Hammer House of 
Horror" movie. 

From under the very noses of these 
creepies you must take objects {by press- 
ing the fire button) and use them at 
certain points during your quest to 
destroy the evil Necromancer (boo! 
hissf). Of course you have to find the 
purpose of each object by trial and error. 
But this aim is made more complex 
since it is only possible to carry one 
object at a time. 

Ultimately you must place one of the 
objects on the altar at the final location. 
Slonehenge (yup, another spooky set- 
ting). But if you leave the wrong thing 



GAME: F! REQUEST 
MACHINE: COMMODORE 64 
CONTROL: JOYSTICK, KEYS 
FROM: THE EDGE. £9.95 

Firequest brings with it some great 
adaptations from such classical com- 
posers as Bach and Caruli. each screen 
having its own rendition. However, the 
gentle music slowly rippling out of your 
TV set can always be replaced (press the 
F3 key) by some rather coarse sound 
effects. But these are best left to moulder 
unless classical music isn't your bag. 
You could, of course, always tum the 
sound down. 
The first screen appears at the touch 



of a button, filled with Ugh, green grassy 
slopes, a sparkling river next to a fiery 
mountain (no less) and some rather 
carnivorous, hairy spiders. Those of you 
with high blood pressure may need a 
cardiac unit on hand as you tackle the 
first of what turns out to be one of seven 
joystick jamming screens. 

Frustrating? Yes! But. buy, once 
you've got the hang of it you're up and 
away on your fearful quest for fire. 
Problem is, how far you're actually 
gonna get! 

You're not only plagued by the regular 
nasties found in most games, but also 
exotic looking things like fumaroles and 
malicious firebolts that spring around, 
not forgetting those other little cavemen 
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one falls, it may - if you're clever - 
catapult another up into the air. taking 
one of the Evi] Lord s henchmen with it. 

The basic idea is to knock a gap in the 
row of henchmen guarding the lord 
( who grab hold of everything that passes 
them t including you!) and catapult 
yourself onto the battlements, causing 
the cowardly lord to flee. 

Although simple in concept, See-saw 
is infuriatingly difficult and involves 
enough logical thought and fast actions 
in manoeuveringthc bricks around (you 
can only move two at once, and some 
are twice as heavy as others!) to make it 
playable and compulsive. 

Jeremy Fisher 



and even use dynamite. But the price 
you pay for this complexity is a heavy 
load of 21 functions all accessed from 
the keyboard. And that's no fun when 
you've got a high-level toughie to deal 
with. 

Sound effects are minimal, but then it 
must be said that this game was written 
in 1982. so it s only to be expected. 

It will be a while yet before Aztec 
loses its appeal - the fact that it has 
survived for almost three years in the 
cut-throat software market is proof 
enough of that. But today's 64 owners 
demand today s hi-tech games. And 
Aztec is a bit long in the tooth.,. 

Richard Pa ley 



there . . . watch out, 

Added to aJI this, there is a fiendish 
time-limit and a percentile gauge of your 
energy - if either run out then you're 
dead. 

Everything about this arcade- 
adventure is polished; from the clear 
and colourful hi-resolution screens, to 
the sound ef fects and tunes, 

The sudden thunder claps and light- 
ning flashes which occur during the 
game are also excellent. Animation of 
both monsters and wizard is effective, 
being fast and tlicker-frce. 

It presents a lasting challenge . . . until 
you can defeat the Necromancer at 
Stonchengc, but then this will take some 
time to fathom out. Richard Patey 



who seem to be out to hinder you at 
every turn. 

The 3D perspective has certain short- 
comings, but it doesn't really detract 
from the game's payability which, 1 may 
add. is based pretty much on rmlli- 
second timing. 

Even when you 've worked out how to 
do a screen you're not going to be able to 
get through it every time. 

It you finally manage to complete ail 
seven adventures The Rdge promise 'a 
lot nicer surprise in store for you than 
most of those youVemetand conquered 
trav elling the Adventures of Ugh . 

Wonder what it can be ... your own 
pet hairy tarantula? 

Samantha Hemens 



town. r •""•"wVdifficuh 

Hie cr urc f, joa scmr ,. 
**** St ""? 

, ^Kcho/Ieno, tfT ""V** one 
. C 0 top„| tf <*? Jong. 

j°b Weds 



I 

■f, 



Heaping. ^ * 9o '^do r and 
> «*" make u C faT *' 



"^onwillord r nr l° r °K'"9. "ever 
"Wincing 30 g rven Q 

wlour S p ntes ''^•wuyone. 
Tn « blurb sow «, . 




. rf >e sound of B |^* ■ 
'"""or 'o (he 

*c s. Moreover , ne ^her SDijnd 

"^woQeowm ^ ' ' much 
I rrom trie m^h^ 



c horacr Brsd . ' mm 9 you ao and D ff,«, 
"^"l point, vZl, * trm **4o1 y 

ytur'f ta rem ^tto T'' c - "' s 

P re »'ng Z „•), oi , e ™' Qte 'y recall tho, 

, Gcm « of Sorcery rf„ •"""J' ^sher 

best Wo) , of di r ™y error seemeri 
secret. '*«>*er,„ g ft, gon)e ~ 



B ob Wocf, 



f f s o Miracle tkn> — — 
""ything to 90 by *" is 

p *'*r Connor 



I did '* 01 



RANEtPOMR 

**** managed * 0 1?. L W ° dd 

St ^eCook© 



JANUARY 1989 



^^een addict ne ' Jne 
•bemochfne^^r^'^beof 

Bob M/ade 




MSX • MSX • MSX • MSI 




GAME; SUPER COBRA 



MACHIMf t MSX 

CONTROLj J OYSTICK, 
FROM: KONAMI 



KEYS 



This conversion from the arcades is best 
described as a cross between Scramble 
and Blue Thunder. 

In your Cobra chopper you are on a 
mission into enemy territory to grab 
booty from their base. The landscape 
scrol ls from right to left and your chop- 
per can move up, down, forwards and 
backwards, The opposition appear in 
several zones the first of which pits you 
against ground-launched missiles and 
tanks. The missiles take oft sporadically 



and arc across the screen, sometimes 
wrapping round and reappearing on the 
other side if they miss you. 

The missiles and tanks can either be 
shot or bombed, both armaments being 
operated by the fire button. You also 
have to bomb fuel dumps to stay air- 
borne. 

If you can survive zone 1 you are on to 
an even tougher section where the mis- 
siles no longer come at you but UFO s 
oscillate up and down the screen. The 
best strategy here is to keep low, moving 
up and down only slightly to keep the 
oncoming UFOs in your line of fire. 

Next you're on to a short tunnel 
packed with alien weaponry, promising 
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GAMEt COMIC BAKERY 
MACHINE: MSX 
CONTROL: KEYS, JOYSTICK 



KONAMI £ 



Comic Bakery has you taking the part of 
a pot-bellied chef in a bun-fight with a 
band of rascally racoons. 

Bakery products move along the con- 
veyor belt and tumble off the end into a 
lorry. The racoons run along the factory 
floor flipping the on /off levers with their 
tails and slopping the flow of goodies. 
Others run along a platform above the 
furnaces and dangle their tails down, 
sweeping cakes off the belt. 

The playing area is about three 
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■! COCO IN THE CASTLE 
MACHINE; MSX 
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CONTROL: JOYSTICK 
PttOMiKUMA, £6, 95 

My first MSX game to review and this is 1 
what I get: a program that looks more 
like a magazine listing than a protes- » 
sionally produced piece of sofNmpe* 

I do not exaggerate. You are Coco (of! 
clown fame), and the game certainly} 
makes you feel pretty foolish. The I 
Creepy King has kidnapped your fiance 
and you are supposed to rescue her, 

There are nine screens, each of then) i 
exceedingly boring and none of thei 
all original 'Awful Arrows' ht 



'leaping* across chasms while arrows 
come : speeding' toward him. 'Sharp 
soldiers thrusting upwards 
e LWCo 1 ries to leap across. 1 t's li k e a 
screen that was thrown away from 
Hunchback Other screens have Coco 
pcrf orating Simi 1 atjy u n origi r i al tasks . 

On one particularly tedious screen 
Coco has to cross a pona (or is it a 
puddle) by teaping on tbe backs of 
turtles, These rise and Ml from the 
depths with great sbth. Ray it, and 
you'll understand their kick of enthu- 
siasm: it's not hard, ttYnot original, and 
ft'snotatall pretty. 

The graphics, though, are what first 
strike you about this game. They fill in 




TIME PILOT 
;MSX 



COHTPQl: JOYSTICK 
FB QMJ KONAMI 

Time Pilot has been around in the 
arcades for quite some time and still 
attracts a fair number of punters want- 
ing a good blast. This cartridge is a pretty 
faithful copy and provides the goods if 
zap pi ng is what you ' re i n to . 
The scenario of the game is very 



simple, You control b jet-fighter and 
must do battle with successive waves of 
enemies, beginning with the antique 
biplanes of 1910 and going through the 
present day to the sort of airborne 
weapon that Ronald Reagan dreams of. 

Control is similar to Asteroids - you 
rotate and move forward, spewing out a 
stream of bullets. It can take some time 
Lo master the art of movement but once 
you've cracked it it's plain flying. 

The green biplanes aren't too difficult 
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a real 'gauntlet run' at the higher levels. 
First tine round though it's a cinch. 
Your only problems are the staiactite- 
iike missiles, which periodically drop 
from the roof. Accurate shooting, a 
quick knock-out of a vital fuel dump, a 
little crafty hanging back to wait for 
threatening missiles to fall and you're on 
to the home run of level 1, This time the 
tanks are tiring their lasers, so you're a 
proud pilot when you dodge their blasts, 
and the hurtling missiles, and hover 
down to the booty. 

The MSX strolling can't match the 
smoothness of the Commodore, but the 
sound gives you all the zaps, bangs and 
crashes that you want. Bob Wa rfe 

screen -widths in length, and a scanner 
shows the state of the furnaces and 
position of the croissants as they move 
along the belts, so you can quickJv 
identify bottlenecks even if they're off- 
screen. 

Dealing with the racoons on the Ho or 
involves giving them a quick blast from a 
spray gun and kicking them out of the 
way. The ones on the platform above 
can be immobilised by jumping up and 
sp ray i ng t h c m s i m u I tan eon s] y . 

Whenever a furnace is switched off 
you must run to The switch and turn it on 
again by moving past it, The spray -gun 
only holds a limited number of charges, 
but will recharge itself slowly if you run 
out. You have three lives which are tost 
by bumping into the beasts. 

Theresa clock at the top of the screen 
which counts rapidly through the 9-to-5 
working day. At 5 o'clock the hooter 
goes and a bonus is awarded according 



on screen like the illustrations to an 
adventure game - incredibly slowly. 
When at last they have appeared, you 
will be amazed by their crudity. 

The only good point about this prog- 
ram is the introductory music, which 
gives a jaunty lift to the player's spirits. 
Alas, the sound effects during play are 
awfuL 

If software compatibility merely 
means finding a lowest common de- 
nominator, MSX is not going to be the 
brave new world that was promised. 
Coco in the Castle is a rotten game 
Let's hope the MSX circus can find 
some more entertaining acts. 
Peter Co n nor 
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to sec off: they fire few bullets and less 
bombs. At the end of the wave you have 
to destroy their controller, a red Zeppe- 
lin which lumbers across the screen. 

You then warp on to 1940 to face the 
more formidable challenge of WWH 
fighters and bombers These throw a 
great deal more lead in your direction 
and a I so get on you r tail i u hot pursuit . 

Next, you're in 1970. Now it's whirly- 
birds They're faster than the first two 
waves and they also fire semi guided 
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missiles. 

Then it s the present - 1984 - which 
was presumably in the future when this 
game was written, Sleek jets are after 
you here, again tiring those black and 
nasty missiles. In 2001 you're up against 
blue flying saucers sending out their 
futuristic missiles. 

The trouble with Time Pilot is that 
after 1970 it doesn't seem to get any 
more difficult or introduce any new 
piemen ts; your opponents may change 



racoon swiping 
money it's 
1 one of the 
Steve Cooke 

incentive , ogettotb( _ n 

but you Just do the same thing. 

The graphics are colourful enough 
and the sound is okay. But overall Time 
Pilot's now looking a little bit dated. 
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NIGHTMARE MAZE 



BBC B 



CONTROL: KEYS, JOYSTICK 
FROM: MRM, £5.70 



This game is basically a cut down Pac- 
man in three dimensions, Your job is to 
send your character around a simple 
maze collecting keys. Once you have the 
required number you progress to 
another maze where you repeat the job 
hindered by another set of mo nsters. 

The first maze is. occupied by a strange 
bunch of creatures called the Springy 
Things. These may look rather stupid 
but they move very quickly and you 
have to be very quick to avoid them. The 
game is played against the clock (pre- 



sumably you have to escape the maze 
before your nightmare ends) so strategy 
and precision control are musts, 

Occasionally, to help you keep going, 
a cup of black coffee appears and 
collecting this not only adds a few 
seconds to your life but also freezes the 
monsters so that you can rush round 
and gather lots of keys. 

Nightmare Maze has some pretty 
nice graphics and the 3D effect is fairly 
good. Your enemies float above the 
ground and cast a shadow, and the puff 
of smoke which appears when you die 
hovers quite convincingly. Colour is 
used quite effectively and despite fairly 
small characters the general effect is 
pleasing. Sound isn't too impressive and 



neither is control - directions are de- 
scribed as 'up-left', 'up-right' etc. 

On a joystick you can overcome the 
difficulties by turning the joystick 
around, but on the keyboard you run 
into real problems. This is something 
you come up against in all Q*Ben -style 
games, but it never seems to get any 
easier. 

To be perfectly honest 1 didn't think 
Nightmare Maze was that impressive 
and MRM, although theyVe included a 
number of nice touches (such as the 
floating assailants and the cup of cof- 
fee), seem to have forgotten that origi- 
nality is the name of the best games 
these days and we won t be fobbed off 
with rehashes. Rob Pairick 



GAME: DUCK! 
MACHINE: BBC 
CONTROL: KEYS 



FIREBIRD SOFTWARE, £2,50 



I eagerly loaded this curiously named 
game while 1 read the instructions. It 
reads: Farmer Tubby is out to bag a few 
ducks, and maybe a swan for his dinner. 
His trusty blunderbuss is small comfort 
against the zany hazards and surprises 
he encounters. Can you help him? 7 It 
also tells you that Duck! is the daftcst, 
funniest duck-shoot of them all and a 
sense of humour is essential. 

When it finally loaded, yellow ducks 
assembled at the top of the screen and 



Tubby appeared at the bottom. You 
move him laterally and take pot shots at 
the ducks. From time to time, one of the 
ducks take a quick dive towards him. 
Yes, it's another Galaxian rip -off. just 
when I thought I wouldn't be reviewing 
any more Galaxian copies] 

Rut the game does have one or two 
nice points. On the second screen ducks 
descend to the ground if you don't hit 
them. They then waddle around and get 
in your tubby way before zooming back 
to rejoin their brothers and sisters. 
Pretty zany, eh? 

The graphies are quite good The 
ducks do look like ducks and they do 
waddle. Your man is indeed tubby and 



he is animated very well, The sound is 
lively and the general presentation is 
quite high. 

Nevertheless, there is no way that this 
can compete with offerings from soft- 
ware houses such as Acornsoit, Aard- 
vark, Mi empower and Superior Soft- 
ware. Maybe some people wilt buy it 
because it's so cheap but I only buy 
games if they are worth playing and this 
certainly isn't. 

If British Telecom's subsidiary 
seriously thinks this is the daftcst fun- 
niest shoot- em-up, \ d hate to know 
what they'd think of Frak!. They'd prob- 
ably die from laughter, 

Shingo Sugiura 



4 



ci 



PCG 



DIBDD^SSQEIDn^daSSDPDiii^QSSQ 



Castle 
Of Gems 

This is a cross between Pacman and a 
lithograph by that favourite artist of al] 
mathematicians, Escher, best known to 
games players as the inspiration for Ant 
Attach. 

In Castle of Gems you must move 
your character, Bertie Bear, around a 
3D maze collecting gems, accumulating 
points and avoiding such varied nasties 
as gem gobblers, trees, ghosts, gremlins 
and the deadly and invincible witches. 

These monsters are particularly amus- 
ing. For example, the trees move at an 
incredible pace and the gem gobblers, 
though more ponderous, wander 
around seemingly unconcerned about 
you, then suddenly they will home in 
and you don't have a snowball's chance 
in Hell of surviving. 

But you can get those gobblers by 
passing over them as the gems go down 
their transparent intestinal tracts. 
Timing is essential here. Other enemies 
can be opposed if you can find the magic 
hat: put it on and it renders you invinci- 
ble for a time. That's when you can get 
your revenge on the nasty trees. 

The 3D effect gives cacti of the mazes 
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more than one 'level' Bertie must there- 
fore run up and down stairs, or stand on 
rising and falling platforms, to reach all 
the gems. 

This is a strange game with a nice feel 
to it. The graphics arc fairly good and 
the use of colour is quite pleasing. The 
trees look Like trees and the gem gob- 
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CAME: CASTLE OF GEMS 
MACHINE: BBC B 
CONTROL: KEYS, JOYSTICK 
reOMi MRM, £3.70 
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the 0vft Baron Silas 
GrtHtnback has built an 
android Danger Mouse 
which must be destroyed and 
there is not a moment to lose. 
Guide Danger Mouse and 
Pentold through thm de+p 
fungta to the layer of the 
Baron and then halt the 
f coding sequence before it 
too late. 

Can you help Danger Mous 
save the world? 
Fast loading cassette 
version)* 



to 



•6 



WIN 



A Roils Raymond h*licopt*r trip 
to mnt Coigrov* Hall 
the trealori of Danger Mouse. 
Each pack contains 
full details- 
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Available from All good computer software- stockists. 
Send me (tic* rCQUireC ) 

□ DM IN DOUBLE TROUBLE TNCC221 (SPtCT HUM; 

□ DMINDOUHLETHOUBLETNCE223:C64) 

□ DM W THE BLACK FORE ST CHATEAU T\CC231 \ SPECTRU M ) 
C DM IN THE BLACK FOREST CHATEAU TNC E233 ( C64 ! 

rj My local stockist's address 
D Vour full list of games 

Garne/sat£6.95/£7.95each £ - L 

+ single P&P sum ; 

Total to send T~ 



£S-95 

£6.95 
£7.95 



30p 



Method of payment 

By cheque or PO {no cash) made payable 
to TECS 

□ By Access 



or 

Enter card no. 



Creative Sparks. 
Department MO, 
296 Famborough Road, 
Farnborough, Hampshire, G Li 14 7NF 
Telephone: (0252) 518364. 

□ Barctaycard Name 
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Address 



Sign below: 



Credit card sates: UK buyers only. 
Response within 21 days. 
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Swords ami Sorcery represents the fil-sl example of the 
iHtlmate in graphic adventures using the unique MIDAS 
tyrtem. 

Swords and Sorcery differ* Tiom other ad ventures in that 
you guide your character through the unending comdore 
of the Underworld on a quest for material, physical and/ar 
ipiritual jJOWEr. The choice is yours. 

Yen begun as a novice with limited abilities, in the use of 
iMgic, sword play and stealth (lock picking, thieving etc}. 

As you wander the corridors, you will encounter betngs 
meek and mighty, discover untold wealth and worthless 
trash, Sorcit' objects w:ll increase your powers, whilst some 
will he dangerous and still others wilt be protected from 
pilferers (youl | by friendishly ingenious traps, all designed 
to help or hinder you on your pilgrimage to power and 
glory. 

There are quests within quests within Swords and Sorcery, 
for those who want to follow them, Some are given others 



must he found, and some are lout causes. There are many 
ways of opening the gate between the levels of the dun- 
geons. Some are obscure and easy t others obvious and 
dangerous. The moat profitable paths are both, The 
Ultimate goal of many will be to find (he lent armour of 
Zob,, which was un-made by its, maker, and its parts 
scattered across the level*. What, where, haw, who and 
why are answers to be found. AM that is known is the 
prayer of the seekers! 

WHEN DARK CABALLUS HIS COUNCILS LEND US 
LET NOT THE RED CLUPEA HARANGUE US 
TURN US FROM WHAT SEEMS TREMENDOUS AND 
THUS TO ZOBS GREAT TREASURE SEND US. 

Vou need never tire of Swords and Sorcery — when this 
dungeon can no longer hold you, the next awaits. , . there 
are a series of expansion modules planned to extend your 
enjoyment indefinitely. 

Available on Cassette £9-95 

SPECTHUM 48E OH COMMODORE 64 



(Multi Ditnentiunol Animation System) 
MIDAS ADVENTURE CONCEPT 

Stunning 3D graphic animation simulating video disk 
(fames, 

A unique fully interactive adventure Language using the 
latest ARTIFICIAL INTELLIGENCE techniques. 

State of the art data compression techniques enabling' 
enormous jscenarious and vocabularies to be incorporated. 

Real time Interactive Conflict Sequences/! alk to your 
opponent, attack them, flee them and even confute them. 

Joystick capability for movement, combat and actions 
through unique menu feature. Keyboard operation 
for more complex interaction with the adventure when 
lime permits. 

Develop your own unique player characters. For exam- 
ple — specialize In magk, sword piay etc. 

Total expandability - your era characters can be 
transferred to future adventures and new opponent*, 
scenarious and object* can be added to a)] the games, 
A series of expansion modules to increase indefinitely 
the playing life of each game written with MIDAS. 



p.S-S 452 STONEY STANTON RD. COVENTRY CV6 SDG. TEL: COVENTRY (0203) 667556 
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GAME: EDDIE KIDD'S JUMP 

CHALLENGE 
MACHINE: BBC. ELECTRON 
CONTROL; KEYS, JOYSTICK 
FROM: MARTtCH r £7.95 
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Jumping over rows of cars on a motorcy- 
cle has always struck me as a pretty 
strange thing to do, and an even stranger 
thing to watch. So if was with some 
trepidation that 1 loaded up this compu- 
ter game version of Eddie Kidd's liveli- 
hood. And found a surprisingly enjoy- 
able game. 

There isn't really very much to it, but 
what there is is done very well. The 



principles of Jump Challenge arc very 
simple: speed along on your bike and 
clear all the cars in the row. 

But before you get a go at this you 
have to endure the game's major draw- 
back - a practice run on a BMX bike. 
There's absolutely no skill involved in 
this as you merely press a key and make 
your jump. There's no avoiding it. And 
there's no excuse for it 

The real thing is much better and 
requires a certain amount of practice 
and skill, Eddie's bike is controlled with 
keys for the gears, throttle and brakes. 
To accelerate you have to move up 
through the gears. Accelerate (oo quick- 
ly and you end up doing a disastrous 
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GAME! FELIX MEETS THE EVIL WEEVILS 
MACHINE! BBC ELECTRON 
CONTROL! KEYS 



FROM: MICROPOWER, £6.95 

You play Felix the factory worker in this 
exciting, extremely difficult game from 
Micro Power Killer weevils have over- 
run your factory and are being generally 
unpleasant to people. You patrol the 
factory, spraying anv weevils with dead- 
ly Ubik\ 

Not only that, you aJso have to worry 
about the deadly ball -bearings. Of 
course, these don't harm the little swine 
that you're after, but for you contact is 
horribly fatal. 
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GAME: SPACEMAN SID 

MACHINE: BBC. ELECTRON 

CONTROL: KEYS 

FROM: ENGLISH SOFTWARE, £7.95 



| GRAPHICS J 
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This game sounds incredibly exciting on 
the cassette cover but, in fact, it is a 
version of Moan Patrol which appeared 
in the arcades in the days of Scramble. 

For those of you too young to remem- 
ber, here is the plot: you drive a littler car 
across a landscape and shoot things that 
come along to destroy you. The excite- 
ment is in having to negotiate pot holes 
that occasionally appear in your path. 

As you trundle along on your bazar- 



dous joumey to the enemy base, missile 
launching meteors fly over head, rocks 
block your path and various protrusions 
appear on the ground. 

The graphics are very good The large 
multi-coloured characters move around 
the screen with imperceptible dicker, 

Animation is very cleverly done too, 
particularly the way in which the wheels 
of your XR5 hug the rough terrain and 
the way they fly off in various directions 
when you are blown up 

In fact, the attention to graphical 
detail is almost scarey. The smooth 
scrolling, the stars passing in the back- 
ground and the very slick movement of 
the baddies make this game a joy to 



GAME; SCRABBLE 
MACHINE; BBC B 
CONTROL; KEYS 



: LEISURE GENIUS, £12.95 

This has been converted from the popu- 
lar program on the Spectrum. Jt has lost 
much of its graphic flair along the way, 
but still plays a mean game of Scrabble. 
The vocabulary is only 8.000 words, but 
includes many that are just the job for 



this game. If you want to cheat r the 
computer will accept any nonsense as a 
word, Once it's beaten you a couple of 
times you may well consider such tac- 
tics. Up to four players. Peter Connor 
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Casting interest 
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it MICKEY THE BR1CKY 

MACHINE* VIC 20 UNEXPANDED 
CONTROL: JOYSTICK 
FROM: FIREBIRD. €2,50 

Don't be deceived by the name; this is 
Donkey Kong without the ape, which is 
a bit like 1 lamlet without the Prince. 

Mickey has to make his way up the 
ladders and along the girders trying to 
find the tools he has mislaid. Rolling 
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wheel ie. Change tear too quickly and 
you'll splutter to a halt. 

Making a successful jump means cal- 
culating the correct speed tor the dis- 
tance and the angle at which Eddie 
should lean forward or back. Jump 
Challenged graphics are colourful and 
clear, but nothing special - the wheels 
on the bike don't move, for example. 
The sound, though, gives a realistic 
range of groans, splutters and roars as 
you change up through the gears, 

lump Challenge is an entertaining 
novelty, and this version is far superior 
to that on the Spectrum. Amusing as it 
is, though, I can't see it gripping many 
gamesters for long. Peter Connor 

The factory itself consists of several 
moving conveyor belts connected by 
tubes The belts can be reversed by 
picking up a belt lever which you find 
lying around. 

Felix can move around the tubes and 
jump down very small distances, but 
never up. You have to be careful not to 
get these very small distances mixed up 
with bigger ones or our hero may do 
kamikaze-style jumps from the end of 
the conveyor belt. 

There are also bonus letters to be 
picked up, and a special bonus if you get 
them all 

Also hanging around the place, are 
vital Ubik' spray cans. You can only gel 
one spray with each can so you have to 
be careful how you use it. Along with 
these, you can pick up oxygen cannis- 
ters to rep lenish your supply. 

When an ordinary' weevil reaches one 
of the flashing mutation chambers it 
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turns into a 'Purple super weevil'. These 
move like but lets so it is wise to bump 
them off as soon as possible. 

The controls are not loo bad really, 
although it might have been useful if a 



couple of extra fingers had been sup- 
plied for the emergency panic and 
reverse -b el t b u tton s . Simo n Rogers 



watch. The sound is OK> though no- 
thing spectacular 

Unfortunately, this game is boring to 
play. There's nothing more monotonous 
than one type of alien getting faster and 
faster. 

Similarly, there are only five sectors to 
get through, which again limits the 
lasting interest, 

And what happened to the hall of 
fame? This is definitely obligatory in 
Beeb games. 

It's almost a shame to criticise this 
game because the original was so fantas- 
tic and this could have been as good 
with a litttc speed, variety and a little 
more soun d Shingo Sugiu r a 
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along arc oil drums which he must jump 
over. 

One big drawback - it s far too easy. A 
pity really, because for the price and the 
unexpanded machine it looks good and 
pi ays smoothly. Peter Connor 



GAME: SUPER MUTT 



MACHINE; SPECTRUM 48K 
CONTROL: KEYS 
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FROM: SHVERSOFT, £5 95 

Our droopy-eared hero flics over a 
smooth -scrolling landscape, in search of 
his sidekick, Pup. He must land and 
explore various strange buildings, 
platform-style, looking for food and the 
letters of a vital code -word. 



wneipowts * 

Patrick 
Peter Connor 



Swper AfwH has pretty graphics and 
the movement is very smooth, yet it 
lack s any tru ly com p u 3 si ve el erne n t. 

Peter Connor 
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MEGASAVE FANTASTIC SAVINGS 



SPECTRUM 

Poland's Rot Race 

RonjSlr*esB*ci!.... 5-90 

Aliar*S B.50 

SkookJaia 4-95 

Party Pigeon 5.95 

Havoc &JS 

SirLancekH 4.95 

Star Strike,,.,. 4.95 

Grive-irt 4.50 

Super Mutt 5.05 

MulantWonlY 

Air Wolf 5.95 

Pitfall II 6.65 

Jnderwurkte 5.50 

UrbghtLore 0.50 

Re^en^e 050 

CnmbalLynx 7.05 

American Footoaa. . . . 0.50 

Ghost Busier 875 

Travel Trashman 4.05 

Backpacker's Guide 6,75 

EunkL 12.05 

TheGraal Space 

fleet l£-«S 

Kiing Fu 5J5 

2 QfWH Zomtjis 5.65 

Jespvr 5 6-5 

lOfltRumar 0.50 

Sub Hunter 5J5 

Pyiarflafaida r . S,W 

Aslronu! 4,95 

eckfteKicKJjgmpC. ■ 5 *5 

8etfleCarE 6,65 

TurmoW - s.frS 

Baflla Zone 5.65 

rjeCflthlQfl i Unisys) 5.B0 

Dangermouse 5.05 

TirhfaMog O-Sfl 

FallGjy 5.95 

S^rlocK Holmes ... 
Legend:. tf Avaton . . . 6. B5 

Bfaiu Blurt 5.95 

Kentilla 5.95 

Slurvt&ifce 4.95 

31 ar Bike 5,95 

Sle^e Davis Snooker 6 JS 



Strata- Loop 4.95 

DanVSlgr..... 9.50 

Full TflFOflf* 5.95 

Jat&H Willy 4J5 

Sabre WWf DJ5 

Beech Nea^ G-95 

Lords CM Midnight 5,50 

Tomarjg Uw Level .. 4.7S 

Monh/Mote 5.95 

World Cup 5,95 

F^ytron fi.SO 

FraflkN-Slein 4,95 

FigrhterPifcrt 5.40 

Rap&calliW 5.B5 

Autgmania 5.75 

Twta Kingdom V&KJy 6 B5 

Psyraxx 6.50 

KMmie Ha^ga ... ... 4.95 

Footdalt Manager 5.85 

Valhalla 1T.W 

Rwar Raid 6.05 

Hero 6.B5 

KokcHomlWilf 4.05 

0#uS Ex Machina . 12.95 

White Lightning 15.50 

r>vP«c3 10.50 

Taawordlt 11.75 

HampSt#d 8.50 

CochR Name Mat. 4.75 



COMMODORE 

TapiMf..,,,. . B-50 

BlueMas fi.50 

siaiiorKamaih.. ... . & 50 

Pst Warrior 6.50 

HantpsltiKl 6,50 

Fighter Pilot 6,50 

Guzzlar 5.65 

Quango 5.05 

Roland's Fal RaC* . , 6.90 
Kong Strikes Back.... 6.50 
Spy Vs Spy .... 8,50 



Jul S<n Willy 6.35 

Zajofon 8.75 

Spitfire Ace 0.75 

Fort Apocalypse 8.50 

Raid CW Moscow... 8.50 
F-1 5 Strike Eagle... 12.95 

Brut* LM 8.50 

TrallieWaMia 5,85 

Storm Warner G.B5 

Corneal Lrn* , 7J85 

Eureka 12.95 

AmencanFcot&all.. .. 9.50 
Summer Games .. 12.95 

HeefteJeebies 9-95 

Dark Star 6,50 

StrorrtiumDog 6JS 

Traffic 5*65 

Ghngd Buglers 9.50 

NATO Commander B.75 

MflfHyttolfl G-fiS 

Suicria Enpress 6,65 

HunchUank II 0.95 

Sherlock Holmes .. 12.95 

DangefmpuM 6.95 

Lazy Jones 6.65 

&ouiderdasn 7.95 

Fiver Raid 6,50 

Ancipital ........ 6.50 

Strip Poker 8,50 

HW0 8.50 

Trashman 6.65 

Tornado [.ow Level 6.65 

Rocsel Roger 8.65 

6Cs Guest A -50 

QuoVadis 8.75 

HavOC 8.50 

Pi? Fall 11 8 JO 

Johnny And The 

Jimpys... 5.75 

SturrlBtke - 5-75 

Pay&on 7.85 

&1evft DaviaSnnake/ GJS 

Cliff Hanger 5J5 

FoolbflllfilanBger 6.95 

Beach Head B .50 

KohorcniWitf 5.95 

Currah Speech 27-50 



FREE POST PLEASE STATE WHICH MICRO 

SENG-CHEQUE P.O. To 



FAST SERVICE 



MEGASAVE 
Dept. PC 76 Westbourne Terrace, London W2 



We apologise for any delay in the release of software 

MILES BETTER SOFTWARE 

221 Cannock Road, Chadsmoor, 
Cannock Staffs WS1 1 2DD. 
Tel: 05435 3577 
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12.95 


*NATO COMMANDER 


9 m 


12^00 


SPITFIRE ACE 


L )(KI 


12.00 


* F 1 5 STR IKE EAGLE 




12.9& 


-FORBIDDEN FOREST 




12 00 


CHALLENGE 


8.*X> 


12 DO 


SLINKY 


B'.QO 


L2.00 


♦CAVERNS OF KHAFKA 


S.OO 


12.00 


BUCK HOC-ERS 


9 00 


12.00 


SPY HUNTER 


900 


12.00 


TAPPER 


900 


12.1X) 


CONGO BONGO 


<KKI 


12.00 


SCROLLS OF ABADON 


9M 


12 00 


K)0 VAN 
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12.95 



MANYOFAtiOVL T I H.fLS AVAILABLE SHORTLY FOR ZX SPECTRUM. 
TELEPHONE FOR DETAILS. 

*PHONE FOR SOFTWARE AVAILABILITY 
AND SOFTWARE LISTS FOR 
COMMODORE AND ATARI 

More software available shortly 
Add £LQ0 for overseas orders 



ACCESS VISA WELCOME 



KERIAN 



TLUflRE 



GRAB A PIECE OF THE 




Motorcycle Crazy? is a 
graphic adventure 
where you as tne cen- 
tral chj-acttr. fnii5t 1 iic 
fte AWARD and frtum 
it safety to Afiel Castla. 
Unloriunaiery lor 
ttisre are several pitfalls 
awaiting! 





The Crystal Ffog is a 
traditional adventure 
program for !he 43K 
Sinclair Spectrum. You 
play the role or the main 
character, witrt the 
computer acting as your 
eyes and ears. Trie ob- 
ject of tfie ga.me is to 
firwJ the ratHjIcusty valu- 
able Crystal Frog and 
return with it intact tl 
will not be easy! 

£5.95 



II MM im^' 
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Your mission, should 
you decide to accept % 
is to $o to r. place deep 
within the KGB's stron- 
ghold from where no- 
one has returned alive 
We have onty Me mes- 
sage tram your 2b pre- 
decessors. Cut short by 
a blood curclng 
scream it said "Wo- 
'thino is what is appeats 
tote and . . 

£8-05 




Meltdown is a new clas- 
sic in arcade style 
games for the 48K 
Spectrum! THis totally 
original game sets you 
in the mjHoO'distaiit 
future, where your task 
as service engineer lor 
ACME Nuclear Reac- 
tors, is to prevent over- 
heating of tiro reactor on 
Che planet Haras 

£5.95 



DISTRIBUTORS 
Terry Blood Dist. 
Express Marketing 
LVL 

Wayfarer 
Vanguard 



I encto«i a cheque/fTO for £ made payable to 

Name 

Address 



KEHL4N1 (UK) LIMITED 



Ptease send copies of 

at 

Cheques and P .O. 's made payable 10 Ker ian- U . K. Li mited. 



Dealer enquiries welcome 



29 GISBURN ROAD, HESSLE, 
NORTH HUMBERSIDE HU139HZ 

Telephone 10482) 643736 

Tetex5276l94Kenanl 
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Screen Test 

D • AMSTRAD • AMSTRAD 



ROLAND ON THE RUN 



SAM5TRAD 
CQtiTRQ H KEYS 
PRMUAMSOFT, £8-95 



Roland, who is nut, as some may expect, 
plagued with diarrhoea, is apparently a 
convict trying to escape arrest. When 
you first see hint, he's standing in a train 
looking very white (I think this is due to 
the graphics rather than the state the 
poor guy's in). 

Anyway, he's got to cross this road to 
get to his hideaway (...sounding familiar 
yet?) However, instead of jumping in be- 
tween the trucks you've got to jump into 
the back of them, Froggerl I hear you 
say. Yes f but I'm afraid this one is no 
improvement on the original. 

At the beginning you're given a choice 
of how many men you're going to need 
for the job (1 - 255) - J recommend 255. 
This may seem excessive to one who's 
not played the game, but I assure you it 
is indeed necessary. To add to this 
there's a choke of skill levels, but it 
didn't seem to make much difference 
when 1 played. 

Then, having made your choices, you 
get to the screen complete with train, 
trucks, a town and a hideaway. The 
probJem is, your Jittlc guy can only jump 
when he's flashing (no wise cracks here 
please!), which he does very quickly for 
about half a minute, 



OAMlt HOLD FAST 
MACHIHEi AM ST RAD 
CONTROL. KEYS 

KUMA, £5,95 



It says on the cover of this game that it's 
£ a strong intellectual challenge', which 
is no doubt why someone in the office 
completed it after just a few attempts! 

In this text-only game, you're a 
staunch village elder whom the village is 
relying on to obtain their much-needed 
school and clinic. What can you do? 
First, faced with a choice of five 
appropriate options, one of them being 
Quit Game, you use your talent to pick 
the right one. 

Each major decision affects the deter- 
mination of the village of Holdfast and 
of the Government, Both of these are 
displayed at the top of the screen in the 
form of a percentage, underneath which 
are your choices, such as 'Negotiate' 
and 'Indirect Action'. 

Once youVe chosen, you're con- 
fronted with another set of decisions. 
After this the initial menu reappears 
with perhaps one or two more addi- 
tions, you check your villagers' deter- 
mination and are off again. 

If you manage to keep Holdfast's 
morale up for four weeks (he brave!) a 
vaguely heartwarming message appears 
On the screen telling you the flags arc 
flying and you're getting on reasonably 
welt Pm not sure this does much for 
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If you don't manage to jump him from 
train to truck in that time you've had it, 
until he flashes again. Mind you r you've 
always got men on the go, since as soon 
as one has moved on, (or passed on), 
another of your store takes up residence 
in the train. 

The sound, which I hclicve f haven't 
mentioned yet (with good cause) con- 
sists of occasional beeps which occur 
when you jump off the train, or when 
you die. 

What with flashing men and jerky 
scrolling, minimal sound and not much 
point to the game, f don't think there's 
anything more to say, do you?, 

Samantha Hemens 

9reen-sc reen moriitoV * 9 ° Hhe 

■Steve Cook e 

your morale but f suppose it gives you 
some kind of incentive to carry on 
playing. 

The whole game seems to be a rather 
simplified version of multiple choice 
and all you've got to do is pick the right 
■mswers in the right order. 1 don't think 
it will hold the interest of many intelli- 
gent people for long. Perhaps it should 
say on the cover (after the intellectual 
bit, of course) 'for children under ten'. 

Apart from the presentation being 
lousy, the game's quite addictive - until 
you've solved it, and since there's only a 
message to congratulate you, no fancy 
tune or graphically amazing screen, it's 
not really worth it, Samantha Hemens 
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Screen Test 

ORIC • ORIC • ORIC • ORIC • 01 



0JUWMl$TYX 

MACHWil. QRIC/ATMQ5 
CONTROL; KEYS 



NO MAN'S LAND 



Styx is an excellent version of Phomix 
for the One with some added ideas that 
make it an extremely good game. 

You have the usual familiar controls 
of left, right and fire as wave after wave 
of aliens drift do wn on you to be blasted 
out of the sky. There arc four screens of 
shoot- 'em- up action, the first three of 
which have aliens swooping down On 
you and the fourth in which you have to 
attack the Castle of Hell guarding the 
river Styx. 

The first three waves are made up of 
purple eagles, red goblins and yellow 
deviTs eyes. These can all release bombs 
and drop floating mines. 

If they're allowed to pass you the 
mines will move along beneath you 
poking a spike up between the gaps in 
the screen base. Contact is fatal of 
course. The dying act of an alien is often 
to release a mine so you should follow 
up with a quick second shot and deal 
with that as well. The other way to deal 
with mines is to shoot a large green 
vulture which removes all the existing 
mines. 

The devil's eyes cause real problems 
because thev blink on and off so that 
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GAME: FIRE FLASH 

MACHINE: ORIO ATMQS 
CONTROL: KEYS 



NOMAN'5 LAND 



Having been invaded from the States we 
are now seeing software from Europe 
entering our shores, and on a minority 
machine like theOric it's great news. 

Fire Flash is based on Defender and 
has almost as many keys, but certainly 
isn't as fast. You are trying to protect a 
number of fuel dumps on a planet 
surface from marauding aliens who try 
to steal them. 

You can scroll left or right over the 
ground and you also have up. down Ji re 
and hyperspace controls. These are bad- 
ly situated though and you'll find it 
easiest to concentrate on only travelling 
in one direction to minimise finger 
cramp. 

Your ship doesn't move very fast but 
all the scrolling is smooth including the 
flying saucers. There are four waves of 
saucers, starting with eight opponents 
and increasing by eight each wave. 
There are four varieties of alien with the 
higher-scoring ones appearing on the 
later levels, 

A radar screen at the top of the display 
shows you the approaching craft and 
your height so that you can position 
yourself to blast them as soon as they 
enter the screen. The hyperspace key 
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they are tough to track. All of the 
creatures move rapidly and since you 
can shoot only one bullet at a time, 
accuracy is at a premium. 

Jf you survive you are faced with the 
castle which hovers in the air on its rock 
base. You have to break through the 
base and this is far from easy since many 
shots are needed. Meanwhile, you are 
continually harassed by eagles and 
nit nes, Success will bring a fantastic 
explosion with the beautiful castle dis- 
appearing into a myriad of glittering 
pieces, 

The action is certainly fast and furious 
and you'll need a really good eye to win 
The graphics are terrific and the zappy 
so und e ffects area treat. Bob Wade 

°*>™ion ^"""d effect, end 

This Q '^"'■Cotifto,, 
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allows you to dcmaterialisc and avoid 
missiles and collisions but doesn't leap 
you around the screen. 

At the end of each wave you are 
awarded 40 points for each remaining 
fuel dump and 4,000 tf you can survive 
four waves After four attacks the game 
gets even harder and there's always 
plenty happening on the higher levels. 

Appropriate sound effects accom- 
pany the game along with a couple of 
ditties on the title screens, making it a 
competent package despite the key con- 
trols and sluggish movement. 

Bob Wade 
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Screen Tesi 

SPECTRUM • SPECTRUM • SP 



fir Na Nog 

Any game with a hero called Cuchu- 
ldinn has got to be different, and Tir Na 
Nog is certainly that. It's a J vast interac- 
tive adventure, set in the magical land- 
scapes of Celtic mythology 1 and the only 
games 1 can think of that even faintly 
resemble it are The Lords of Midnight 
and Valhalla. 

Where Tir Na Nog is superior to both 
of these is in the animation Cuohulainn 
is the most smoothly animated figure 
] 1 ve ever seen on a micro. He looks a bit 
like an old-time hippy as he bounces 
along, bare-chested with his long hair 
waving behind him 

But what's he up to? Well, Tir Na Nog 
is the Celtic Other WorJd 1 into which 
Cuchu descends after his own demise in 
order to find and reassemble the frag- 
ments of the Seal of Calum. This is partly 
because the Seal is needed to prevent 
great evil etc. etc. and partly because 
Cuchu wants to make up for the slight 
mistake he made when he killed his son. 

Cuchu has to travel through a huge 
and impressively created landscape, 
which scrolls past him at different 
speeds in the middle-distance and the 
background. The player watches Cuchu 
through a camera which can be pointed 
in any of four directions. Although the 
hero can only move left or right on 
screen, changing the view enables him 
to move in other directions. 

Emerging from the Altar Room at the 
Entrance to Tir Na Nog, Cuchu is faced 
by three doors. Often, before he can 
even get his mitts on a handle, he is 
confronted by a Sidhc. These are 
malevolent creatures which pop up all 
over the place. They too are beautifully 
animated and arc somewhat daunting in 
appearance - hairy 
ape-like things 
Although they can be 
killed, the wisest 
course seems to be to 
run away from them. 

Cuchu's main goal 
involves him in 
many subsidiary 
quests, such as get- 
ting information out 
of stubborn crea- 
tures, Scattered 
throughout the land 
are various objects t 
certain combina 
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tions of which will 
do the trick in cer- 
tain situations. 
Only trial and error 
will reveal to the, 
player which 
ones are success- 
ful. 

The immediate 
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difficulty in 
playing Tir Na 
i\'og is the size 
and complexity 
of the game. 
Mapping is essen- 
tial or you could 
end up wander- 
ing for hours 
through the Plain 
of Lies, with only 
the odd Sidhe for 
company, 

Tir Na Nog 's ori- 
ginality and com- 
plexity are sure to 
make it popular with 
players who like a 
lengthy intellectual 
challenge. If you just 
like a quick zap, stay 
away, 

Peter Connor 
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Commodore 64, available Now 

POSITIVELY Zoti 
PRIME Era_JO 

Steer our hero TROGG the cuddly caveman, %mf 
through 96 reversible levels of dangers — Occasional hails of descending 
daggers, heat-seeking balloons and the evil BUfMYIP will cause you deathly 
problems; But don't worry — your trusty yo-yo and off-screen action{\) wi 

win you points and keep you going. 




SCRUBBLY guardians. HOOTER 
POGLET and others will give you a hard 
time, and the better you are, the nastier 
and more unexpected the surprises in store. 
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FRAK 64! Grand Master Challenge: 

Send us your name, address, hi -score and code, and we will enter 
you In our prize draw for the top score in '84 - details on request 

Mailorder or Dealer Enquiries.... 

State Soft Limited 



Statesoft 




Business & Technology Centre Bessemer Drive STEVENAGE Hertfordshire SGI 2DX Tel: (0438) 317583 



I 



CTRUM • SPECTRUM • SPECTRIi 








1 GRAPHICS 












ORIGINALITY 






I IA5TIN0 INTERCUT 













GAME: ALL OR NOTHING 
MACHINE; SPECTRUM 48K 
CONTROL: KEYS, JOYSTICK 
FROM: ABB EX 

Your job in AH Or Nothing is to recover 
secret files from the enemy base situated 
at a very secret location. Unfortunately, 
the base is also populated by vicious 
guards and their unfriendly tracker 
dogs. 

You aren't unarmed though - you 
have some explosive charges which can 
be placed at strategic points around the 
camp. These charges draw the guards 
away from you and allow you to com- 
plete various tasks. 



Firstly, you must retrieve your watch, 
which was lost when you parachuted 
into the base. Next you must crack the 
safe in the main office. 

This can be very nerve- racking, as you 
have to input the correct four- figure 
code within 30 seconds; if you don't 
succeed, the alarm sounds and you are 
killed. But presuming you do manage to 
open the safe you then move on to 
examine the warehouses in Lhe base to 
find the files you are looking for. 

Graphics are drawn in a solid 3D 
colour perspective, giving a sort of side- 
on view of everything. The enemy base 
scrolls by as you move around, and 
perhaps this could have been a little 




CAME; VOLCANO 
MACHINE: SPECTRUM 48K 
CONTROL: KEYS 

FROM: COMPUTER MAGIC, £7.95 



This is another game which boasts 
about its size. Forty screens above 
ground and 290 3D screens below, plus 
100 shops and factories to ex- 
plore... phew! ! 

The aim of the game is to escape from 
an erupting volcano before all the roads 
are blocked and the town destroyed. 
The hero of this scenario is you - a little 
pair of shoes, 

The program is really two games in 
one, The main part is played with a 
bird s-eye view of a map-like maze (a 



medieval city). All the time the maze's 
roads are being blocked by boulders 
which appears randomly. 

The only way to remove these is by 
collecting dynamite which is to be found 
in some shops and exploding it. Other 
things which may aid your escape can 
also be found in these shops. 

One thing you must never do is run 
out of food and there isn't much of it 
about so it needs to be conserved. To 
escape a boat must be found and here 
the game ends. 

The second part of the game comes 
into being if a map is found in one of the 
clearings. By picking this up you are 
thrown into the underground caverns 
bcl o w t h e c i t y : .3 D c ( > r r i d ors . 
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GAME; JASPER! 
MACHINE; SPECTRUM 4BK 
CONTROL; KEYS 

FROM: MOOMEGA, £6,95 
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Jasper! 

Jasper? is an arcade adventure with 22 
screens in which you have to get past 
animal and vegetable obstacles using a 
variety of objects. Your character is 
gracefully animated with a pot-belly and 
curling tale which wobbles as he walks 
along. 

There are a number of things which 
you can pick up and use; ropes, weedkil- 
ler sprays, potions, brollies, a key and a 
flag. These can be picked up so that they 
appear in a box at the top of the screen. 

You can carry no more than five at 
once and use them only one at a time, by 
pressing the number of the box in which 
it is show r n. 
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smoother. The camp is no I very large, 
but the ability to enter buildings in the 
base gives the game extra depth. The 
movement of the guards and dogs is 
fairly unintelligent - they seem to either 
ru n or sh oot past you . 

There are some nice little tunes and 
good sound effects accompanying your 
mission. I especially liked the alarm 
sound if you tail to open the sate 
( . .something I heard all too often). 

It s possible the humour and un- 
doubted novelty of the game could wear 
off. If you take All Or Nothing as a good 
challenge, you'll be satisfied; if you're 
looking for ei game to return to again and 
again, look elsewhere Steve Spittle 
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Escape from this labyrinth is extreme- 
ly difficult. Three matches are given 
which when used give a momentary 
glance at a map which only shows the 
start and the exit - but it's almost 
impossible to work out a route This can 
make the game extremely frustrating. 

The graphics in Volcano are average 
above ground and rather good in the 3D 
perspective corridors below. The claims 
of '290 3D screens 1 are a little exagger- 
ated since most of them are different 
views of the same place. 

However, the game is a bit thin on 
payability and not particularly addic- 
tive, despite the hype. In fact Volcano is 
lava' boring!! 

Martyn Smith 
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The obstacles that bar your way home 
consist of realistically animated rabbits, 
wasps, big cats, bears, snakes and scor- 
pions. There are also deadly weeds, and 
a fall from a tree or a vine is fatal 

jasper can jump over obstacles or 
duck under them and even swing on 
ropes to cross some hazards. While 
doing this the rope counts as an item 
picked up, so don't try and grab any 
ropes w hi le y ou "r e carry i ng f i ve th i ngs . 

Your journey will take a long time and 
you will need sustenance in the form of 
purple apples and yellow bananas to 
keep you going. To begin with, running 



program me r., 24- ycpr^old Derek 
Brew'-tur. His previous hir$ fqr Mkromega 
include Kcnf ilia and Cede Hume Mai, 
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out of energy is the least of your worries: 
you're too busy dodging the killer bun- 



how to use the objects but most of them 
are fairly obvious while clues to the 
others are on the cassette inlay. 

Completing 22 screens h a real job 
although once you have grasped the 
and tasks can be completed m different basic principles it is less a matter of 
orders as long as you have planned out discovery than of honing your skills to 
your route carefully, i haven't told you finish the challenge. Bob Wade 



ny. However, as you get the hang of the 
screens you can settle down to try and 
work out the problems that face you. 

There is no one way of doing things 
and tasks can be completed i ti different 
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Now Trashman is a great British success 
he's ready for international stardom - and you can 
him on his way around the world. Our hero has the tall 
order task of cleaning up every major litter spot around the 
globe. Scooping up flowers thrown into the bull ring by matador 
fans in Spain, collecting the tissues of the faithful as they sob by 
Jerusalem's Wading Wall, picking up coconuts from a palm beach in 
Samoa and collecting the empties at the German beer festival 
(Trashman still likes his tipple!) are just some of the challenges that 
make up TrashmarTs task. 

Of course, your skill can help our hilarious hero to complete the 
necessary litter collection at every location, so he can earn the money to 
fly on to the next c^mry m his round the world quest. And as he visits 

'■h in mm i: f • of rubbish you cam share every fun 



Travel with Trashman has one or two player scoring. Hall of Fame 
is compatible with Kempston, Sinclair Interface 2, Protek or 
cifujvalent joysticks, Available for the 48K Spectrum today fro 
SOOd cornouter stores for hist €J5 OS 




TRAVEL Wim TRASHMAN, AUTHOR - MALCOLM *EVANS 



New Generation products a™ sold 
according to their terms of tradu 
and conditions of saJe. 
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CAME: TRAVEL WITH TR ASHMAN 



MACHINE: SPECTRUM 48K 



KEYS, KEMP, CURS, \ 



NEW GENERATION, £5 95 



British rubbish is no longer good 
enough for Trash man and he is now 
jetting round the world cleaning up after 
everybody else He starts his wanderings 
in Britain with £250 and a choice of 
three affordable destinations. These are 
Paris, Madrid and Munich all of which 
arc marked on a world map, your choice 
flashi ng vigorous ly. 

Paris is the closest destination and 
costs only £100 to reach. Once there, 
you are placed in a street cafe packed 



with tables, people and four waitresses 
running around, Your job is to pick up 
the green frogs [looking remarkably tike 
a single pixel) which are hopping about. 
You score points and gain cash for each 
frog caught but lose cash if you leave too 
many lying around or bump into a 
waitress. 

Once you have got all the frogs, you 
need to get to another city, It you don 't 
have the fare then you are stranded. 
There are destinations all over the world 
and those further afield like Australia, 
the USA and Africa take a lot of cash to 
reach. Flying to a new city gives you 
another task, which will take the same 
general form as the first one - picking up 
a number of objects in a single screen. 



Control is difficult, especially in the 
beer hall in Munich, and the fact that 
you travel slower than everything else is 
of constant annoyance. 

The real lasting interest of the game is 
the attempt to explore the whole world 
rather than the challenge of each indi- 
vidual screen. Some of the scenarios are 
quite imaginative, others a bit cliched. 
In Madrid you face a deadly threat as 
you try to collect roses in a bullring. The 
bull is less than happy with your pre- 
sence and if he touches you with his 
horns you 'll meet a grisly end. 

The game isn't as rivetting as the 
original Tr ashman but there is still 
enough action to keep me garbage grab 
bing. Bob Wade 



GAME: SIR LANCELOT 
MACHINE: SPECTRUM 16/48K 
CONTROL: KEYS, KEMP, 5INC, PRO 
f ROM; MELBOURNE HOUSE, £5.95 

Lets not beat about the bush: Sir Lance- 
lot is as close to Manic Miner as you can 
get without copyright problems. 

There are 24 screens for your charac- 
ter to run through, collect objects and, 
to finish the sheet, drop into a box! 
While doing this he must avoid various 
nasties including cooking pots on legs, 
pacmen and birds. 

Complete all 24 and Sir Lancelot 
collects the Holy Grail. The screens arc 



traditional plat form -fare, though stair- 
cases ('up' only) transport the little 
knight from level to level and he can fall 
any distance. 

So what's special about Sir Lancelot 
-well, Melbourne House have managed 
to pack everything into 16K ... now 
that's pretty amazing Sir Uncelot him- 
self is a far better graphics character 
than Willy, detai led and very endearing. 

The sound is also very reasonable 
with a nice little bleep when an object is 
picked up. The game is packaged very 
well and there is a superbly drawn title 
screen with musical the start- 
Sir Lancelot is not an immediately 
easy game to play On the first screen it 
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can take some time to figure out the best 
route to the objects to be collected. The 
pacman at the top moves pretty quickly 
and will gobble you up many a time 
before you get the knack of evading him, 

Other screens introduce military 
opponents; they look a bit like Lance 
but they're definitely not good guys, 
They patrol the bottom of the screen and 
make it tricky to get up to the objects. 

Sir Lancelot is very impressive, given 
that it s only in 16K. For those owners 
with only that much memory it s a great 
b u v 1 he m a n y more with 48K will want 
to think twice about buying something 
that's good, but not as good as Jet Set 

Martyn Smith 
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Buggy Blast 

At last - a really good 3D shoot- ern-up 
on the Spectrum , None of that nonsense 
about guiding twee little animated crea- 
tures around cutesy nightmares collect- 
ing pieces of china to put on your 
mantlepiece. No, this game is about 
surviving the evil Lurgons, a virulent 
robotic life-force' infecting the planet 
Endra. And there's only one way to do 
that- kill with skill. 

You arc in control of the Buggy, a 
space and ground attack vehicle armed 
with Photon lasers -guns controlled by 
the four direction keys - and Xion 
Phasers, which arc powerful bombs. 

You start your mission in the womb of 
the mother ship. This is a very pretty 
graphic sequence with all sorts of col- 
ourful gizmos twinkling and flashing 
The Buggy's dashboard displays instru- 
ments and readings, some of which give 
you useful information. 

After taking on some gas you zoom 
into the wastes of space and head for the 
planet On the ground you find yourself 
in a special trench, dug by highly-skilled 
Lurgon navvies. You move along it at 
impressive speed with oily smoothness. 

First opponents to give you trouble 
are the Lurgons themselves. These green 
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or yellow robots, very sharply defined, 
urk at the sides of the corridor and 
shoot at you. You shoot them back - if 
you can swing your Buggy in time. 

Still in this first sector you have to 
cope with He I i bombs, which hover 
around and do nasty things, Orbital 
Saucers, which come whirling down the 
corridor like manic frisbees and Orbital 
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Doomships, whose name is self- 
explanatory; if you don't hit them it's 
game -over time. 

The game has eight sectors in all, with 
more evil problems added in each one. 
Not that it s easy to confront them: on 
each run you must earn a minimum 
number of Cy credits before you can 
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progress to the next sector 

Once you think you've got enough of 
this currency you can return to the 
mother ship to stock up on energy. The 
trouble is that between you and the ship 
are the Mine Jammers - they hang 
around and frighten mummy away, The 
number of jammers depends on the 
frequency figure displayed at the left of 
the Buggy's dashboard. If this low- 1 to 
3 - there aren't too many. If it's high you 
could be a long time trying to gel back. 

On the higher levels of Buggy Blast, 
the player comes up against some really 
fearsome adversaries. Time Dimension- 
al Spinners whirr around furiously - 
you've got to stick them with a Xion 
Phaser as they stop their noise. 

Argon Magnets upset your Crystal 
Converters: you have to jump over them 
or die. Radiation Storms make it very 
difficult to see, while Reverse Time 
Zones do funny things w r ith your tem- 
poral adjustment. Buggy Blast is not an 
easy game to do well on; it will take 
considerable practice to earn enough 
Cycredits to reach the higher levels. 

Graphics throughout are excellent 
and the sound provides a good range of 
explosive noise. Control is keys only 
and can be a bit finger twisting, but it is 
definitely worth the trouble, 

Relet Connor 




JANUARY 1985 



P C GAMES 85 




• SPECTRUM • SPECTRIN 



* 



fy 



Ik * 



% 1 

\ * 



i 



V * 



Wham! Bounce! HELP J 
just three seconds of play 
and I'm head over heels. 
Literally. Because the 
nasties in this game don't kill you. they 
just bounce you around the screen. It's 
hilarious. It's brilliant. And the game 
itself plays and feels quite different to 
Sabre Wutf, or indeed to any other game 
around. You're sick of hearing it, folks, 
hut it has to be said: Ultimate have done 
it again. 

You could describe Underwurlde as a 
vast platform adventure game. Vast be- 
cause there are over 500 locations. 
Platform because you have to do an 
awful lot of leaping to get anywhere. 
Adventure because the game involves 
exploring in search of weapons to des- 
troy the evil guardians. 

The first thing that strikes you is the 
animation of Sabreman himself. Make 
him jump and he soars into the air like a 
bird, arms outstretched, body gracefully 
angled. Collide with an object or a 
creature and he spins to the ground in 
an ungainly sprawl. It's magnificent 
programming. 

And the creatures arc just as good, 
with winged harpies', jellyfish -I ike crea- 
tures, gremlins and, in some locations, 
eagles which may pick you up and carry 
you through several screens away from 
your desired course. 

Contact with any other creature will 
send you flying - sometimes this is just a 
nuisance, but in many of the screens, it 
means you get knocked off the platform 
you're standing on. fall just a bit too far 
and , . . SPLAT. 

If you're to have any hope of getting 
anywhere, you must find a weapon to 
keep those nasties at bay. Fortunately, 
there's a catapult available right at the 
start which can send out a spray of 
projectiles in the direction you re facing. 

As you painfully bounce your way 
around you discover that the scenery is 
of two different kinds. There's the in- 
terior of what could be a castle, deco- 
rated with book -shelves, chests, eagles 1 
crests, torches and other objects all of 
which double as platforms to leap onto. 
Then there are screens of underground 
tunnels and caverns in which lines of 
bubbles drift gently upwards from 
numerous smalt volcanos 

These bubbles are an essential means 
of transport. Jump onto one, and up you 




go with it - a refreshing change from 
platform leaping. Also in the caverns 
you can use a rope which automatically 
fastens itself to a cavern roof if you jump 
close enough to it - a brilliant touch. 

Other features include a variety of 
gems which temporarily make you in- 
vulnerable, extra lives to be collected in 
the shape of mini-Sabremen, and the 
guardians themselves. 

□nee you've got past the third guar- 
dian, you have to try to find an exit from 
the Underwurlde. There are apparently 
three different exits, and finding just one 
wont be enough! I say no more. 

What puts Underwurlde in a class 
above most other recent arcade - 
adventures is the way it plays. The 
action is incredibly hectic, yet wonder- 
fully different. This is something to do 
with the fact that a single leap can carry 
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%j GAME! UNDERWURLOE 
S MACHINE; SPECTRUM 43K 
S CONTROL: KEYS. KEMP, AGF, 5INC 
^ FROM: U LTIMAT E, £9.95 
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Sabre man the entire width of a screen. 

it's one of that tiny elite of games 
which you fall in love with in seconds, 
yet keeps you going for weeks. 

However four criticisms are worth 
making: 

- there is no high score table. 

- once the game is solved, interest in it 
will I all off. This could be avoided to 
some extent by including a timer, so that 
one could try to complete it more 
quickly next time. 



- UltimaLe are still persisting with their 
strange control key layout. Why not 
have user-defined keys? 

- some copies of the program appear to 
contain a bug which causes (he ropes to 
stop working after a while Ultimate 
insist only a few are affected and that 
these will be replaced. 

Despite this, the game is another 
certain number 1 and another glossy 
chapter in the Ultimate success story. 

Chris Anderson 
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NEVER LOOK BACK 



the new name 
in Software I 

Superb software for 
ORIC-1 /ATMOS, COMMODORE 64, 
SINCLAIR ZX-SPECTRUM, AMSTRAD, MSX 

Write or phone for details of 
latest releases, 
Program Authors: Send us your latest 
software for evaluation and 
perhaps make your fortune! 

Orpheus Ltd,, The Smithy, Unit 1, Church Form, 
Hatley St. George, Nr. Sandy, Beds. 
Tel: Gamlingay (0767) 51481 

Dealer Enquiries Welcome 
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Software now available for Apple, 
Amstrad, BBC. MSX. 

ATARI AND COMMODORE 
PROGRAMMERS 

Original games arid utility programs 
wanted for the Atari and Commodore 
64 home computers. Top royalties paid, 
We can distribute youx software world 
wide. Fof further information please 
write or telephone. 

Plus 100 s more titles available. Send S.A.E, for free catalogue or 
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How to explore the Underwurlde 








1 

m 







T 



HE GOOD NEWS is that PCG 
has once again sprung to the aid 
of lost explorers and printed a full 
map of the game. The bad news is that 
there are no less than 594 locations and 
survival can be tough. 

Your first task (after picking up the 
catapult lying next to you at the start) is 
to locate either the dagger or the bow 
and arrows. The locations where you 
may find them are indicated on the map. 
You can use these weapons to get past 
two of the guardians. 

However, we have deliberately not 
revealed the location of the torch - we 
think there's only one place you II find 
it f but you'll have to search it out 
yourself. Getting the torch allows you to 
enter the upper realms of the castle and 
hence, finally to escape, 

there arc three different exits - going 
through each one will give you a diffe- 
rent message about a forthcoming Ulti- 
mate game. 

General playing tactics are best disco- 
vered by experience but the following 
mayhelp. 

• Keep the fire button pressed as you 
enter a new location - you never know 
what you might run into. 

E 



• You can move down passages in the 
castle simply by walking off the plat- 
forms, You auto ma Licit I ly land on the 
one below. 

• To move up through the Underwurlde 
it's safer to use bubbles than ropes - you 
can j ump off them more cas i ly . 



• Your only hope of completing the 
game is to pick up extra lives as you go 
along. Their locations arc marked on the 
map - but some only appear when you 
enter the location from a particular 
direction, Chris Anderson 
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GAME: MR FREEZE 
MACHINE: SPECTRUM 48K 



CONTROL: KEYS, KEMP 



FIREBIRD, £2,50 



Mr Freeze is one of the games, in British 
Telecom owned Firebird Software's 
range. You control the title character 
who must de-freeze six compartments of 
a fridge. The fridge is a platform and 
ladders arrangement frosted for effect. 
To complete his task on each screen he 
must reach the de-ice box which is 
positioned in different places according 
to the screen. The various compart- 
ments can be attempted in any order 

However, the fridge is packed with 
aliens and deadly food lasers which fly 
about all over the place. There are also 
ice cubes and gaps in the platforms 
which block Mr Freeze' s path (these 
must be jumped) Falling from a height 
or contact with the aliens loses him a 
life. If this happens he becomes an 
ice-cube himself - an attractive piece of 
pTugramming- 

The graphics are detailed and colour- 
ful, Mr Freeze himself is particularly 
well animated, clumping along in his 
heavy space- suit. Sound is minimal arid 
the controls are hopeless. There is a 
Kempston joystick option but forget it. 
There are four directions to move in, 
and firing the laser pushes back the 
enemy alien, lumping is achieved with 




I GRAPHICS 



SOUND 



[Q^TsiNAurv 



I LASTING INTEREST 



| QvEf 




joystick control by pushing the stick to 
the top- right or top-left diagonal posi- 
tion, and this mixes up with the direc- 
tion controls making accurate move- 
ments difficult and jumping ice blocks 
almost impossible So stick to the key- 
board option it is marginally better. 

Platform games have reached a peak 
with games like Monty Atofeand jet Set- 
Willy so perhaps software houses should 
be dreaming up new scenarios Games, 
such as Mr Freeze seem to be taking a 
step backwards in programming. Six 
compartments seem pretty unamazing 
but with the awful controls you have a 
hard job on your hands, 

Martyn Smith 
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guaranty com P^ting a screw each time 

Bob Wade 
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©AMI! MELTDOWN 



SPECTRUM 48K 



KEYS 



KERIAN, £5,95 



The cassette inlay describes this game as 
being 'classic in style 1 whereas we com- 
puter cynics know this to be merely a 
euphemism for entirely unoriginal. This 
it certainly is, with yoy controlling your 
little jet -packed man r he being as obliga- 
tory a feature of space games as was the 
laser b ase a few years back. 

He moves through all nine (now 
there's efficient programming for you!]) 
rooms of the nuclear reactor, collecting 
the coolant and thus preventing the 
meltdown. And where would an unori- 
ginal space game be without unoriginal 
aliens? There are all of two life-forms 
inhabiting this particular program; one 
species having migrated directly from 
fet-Pac, the other being just misshapen 
protoplasm i c bl ob s. 

Games like this can only be carried off 
with any success if the programming 
techniques used are exceptional. Unfor- 
tunately, Meltdown' $ graphics and 
animation could have come from two 
years ago The characters are reasonably 
detailed, but move in a flickery manner 
and, worst of all, incredibly slowly. Thus 
what is meant to be a game for reactions 
virtually becomes one of strategy - more 
akin to manoeuvring the QE2 than a 
jet- packed space hero. 
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oetay between pressing oktyvnd oettfnal 
bad technique a not mode clear. I 

P*ter Walte r 

Special mention must, however, be 
made of the sound, for the usual zaps 
and blasts have been done in a manner 
that would put a few major software 
nouses to shame. Also the control keys 
are sensibly placed and easy to use. 

Unfortunately, neither of these two 
redeeming features can offset the poor 
aspects of the game, due mainly to 
un originality and bad programming. 

This is the first game that I have heard 
of from Kcrian, and I hope that it is not 
an indication of their future standard. 
As it is, I would need a hefty bribe to 
recommend Meltdown to anyone. 

Peter Walker 
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Solar Storm NEW 
Demon Attack 
© Star Voyager 
g) Atlantis 
(§) Cosmic Arc 
© Riddle of che Spnfm 

Dragonfire WEW 
® Mo Escape NEW 
© Fathom NEW 
© Quick Step NEW 
(R) Moonsweeper WEW 



Instant selection of your favourrte game? 

31 tJW prtTH. of a button (ATARI 260QA/CS only) 

only £23 95 each + p&p 

OI7 



if o get berth So** Stonfl And fiwnscarmcr fre* r buy 7 or 
■iriCH'e carries! 



im^jrc is not affiliated wrth Atari fnc or Mattel Efectrorwcs Inc. 

imaqfc Vig>o G*mt Offer, unit l B. Mill Street, SJougti, 
Berks 512 5DD 



Orders will normally be despatched wrthirt 7 days of 
receipt of order, but please allow 23 days ft* delwery. 
Should any item be unavailable, an afternative will 
automatically be iuppited. 



Po%t Code- . 



Please send me the r"oFlow>ng game cartridges: 



Codt 

Letirr 


Qiiirrtiry 





















I claim my free: 

Solar SttJim Q (Atari) 

□ragonfire □ I'MatbeJI 

Romscanner □ (AtSfiJ 

f50*ir StOfm +- Bomscamer 
tCM^flfifT ofty *f« with 7 Of 
rnoe Ai^ifi-comp*J*le 9»n& 
rjougfirl- 

Total Wkie: £ .... lUW 

Add75fKPiP;:E _ _ 



I erVlCKf ,} poyal of iter/theque co the value of t 

made? pa>'^ t>*? ro V^Jea dsnv Offer. Do not send { ash 

Imagic Video Game Offer. Unit 1 B. MifJ Street, Stough, 
SerksSL? 500 
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GAME; COUNTRY COTTAGES 



SPECTRUM 48 K 



CONTROL: KEYS 



FROM; STERLING SOFTWARE, £5 95 

Ever funded yourself as a grasping 
landlord? Well Country Cottages is just 
the program for giving vent to your 
venal impulses. You will need a partner 
and at least half an hour to play this 
game. 

You and your opponent start off with- 
out hard cash - just a loan from a 
friendly bank manager, The first thing to 
do is to choose the length of the game 
which is done by entering a target 
amount of money; the first one to reach 



it wins. 

Next the two players take it in turns to 
buy, sell and rent out cottages. A proper- 
ty is described and shown in hi -res 
graphics on the screen, and the pJayers 
bid against each other until the price 
goes too high for one of them. Sup- 
posedly the program holds thousands of 
different cottages, but in fact they are all 
variations of the same cottage and back- 
ground. 

After purchasing a cottage you can 
rent it out by advertising the cottage 
and your chosen monthly rental. 
Humourously named people then come 
to rent the cottages. Other game options 
include selling cottages, adjusting rent 



and viewing the state of your bank 
balances Hazards include cottages 
being burgled or catching fire - they may 
even suffer damage from thunderstorms. 

When a player reaches the target 
figure which was set at the start of the 
game, he/she has won. The instructions 
say that the winner will be, 'justly 
rewarded for their victory'. What you get 
is a corny message in red lettering. 

Country Cottages is a fairly standard 
property management game It is simple 
to play and neatly presented, although 
not the most sophisticated game of its 
kind. If you are looking for a fun game to 
play with family, this will keep you 
occu pied for a whi le. S teve Spittle 



GAME: INSURGENCY 
MACHINE* SPECTRUM 48 K 
CONTROL: KEYS 



CCS, £5.95 



Ever fancied yourself as a bit of a Che 
Guevera, fighting for the freedom of the 
people? Or for that matter, a govern - 
menl, battling for democracy and stabil- 
ity in a tiny state? if so, then C.C. S/s 
latest release. Insurgency, will appeal to 
you. 

The cassette describes the game as 
simulating 'a campaign of subversion in 
an isolated region of a third world state 
that has come to a head '. Ifs a story that 
will be all too familiar to anyone who 
reads the newspaper: martial law, task 



forces hunting down dissidents, neigh- 
bouring countries supporting guerilla 
forces. 

it s a two-player game, with one play- 
er taking the part of the rebels, the other 
controlling state forces. Whichever role 
you choose to play - you will have an 
equal number of complicated options 
and eventualities to juggle with. 

The tape contains two programs. The 
first holds the routine which sets up the 
game - the two players choosing the 
various forces with which they will wage 
the campaign, and the map upon which 
it will be fought. 

The next program uses this data for 
the game itself, a complex affair in 
which the players can move forces, 
occupy villages, bring in new supplies, 



receive intelligence reports . . . and so 

on. 

As you can tell the game is fairly 
complicated, so arcade aces who cannot 
think beyond the trajectory of their next 
missile should give this one a miss. 

Graphically it is quite welJ done, the 
map being clear and easy to understand. 
The text is laid out neatly and with some 
thought and is therefore simple to fol- 
low. Sound is necessarily limited to 
informative heepings, and the controls 
are limited to the keyboard, 

h is difficult to fol low at first and takes 
a lot of thinking - every tactical nuance 
will not be immediately obvious. If you 
do enjoy tactical games, then this is 
about as good as they come. 

Peter Walker 



t BOOTY 



MACHINE: SPECTRUM 48 K 

CONTROL: KEYS, KE MP, CUSS, SINC 
FIREBIRD, £2,50 



The game is a platform and ladders 
affair, not dissimilar to Pyjamara but 
nowhere near as good. You, cast as Jim 
the cabin boy, must run about a ship 
exploring its twenty holds and collect 
various treasures. Many of these are 
hidden behind numbered doors and to 
open these you need to find the key with 
the corresponding number. 

Every screen is packed with cargo, 
treasures, doors and keys, most of which 



overlap rather badly when you walk 
past them. This overlapping sometimes 
makes it difficult to see whether or not 
you have picked something up 

To make your job more difficult there 
are ghost pirates, trapdoors, the cap- 
tain's parrot and some extremely large 
rats. Also lying in wait are booby trap- 
ped treasures which, when picked up. 
give you very little time to get away. The 
idea may not be original but the ele- 
ments come together to form a fairly 
nice game which needs some quick 
thinking and a sound strategy. 

Genera I ly, graphics are good, though 
animation isa bit jerky and th ere is quite 



a lot of colour clash w r hieh, though 
inevitable, can be kept to a minimum by 
some not- so -tricky programming. 

The game starts with a pretty seascape 
with a jaunty hornpipe tune which 
continues throughout the game. If it gets 
a little tedious you can turn it off 

If yuu manage to collect all the trea- 
sures you have to find a bronze key to 
the next collection of booty which is 
tougher to get. 

Despite Rooty's lack of originality, 1 
feel it is very good value for the mere 
£2.50 you have to pay. And it certainly 
bodes well for the full-price range of 
Fi rcbird games . Rob Patrick 



GAME: TURMOIL 

MACHINE! 48K SPECTRUM 



CONTROL: KEYS, KEMP 



BUG-BYTE r £6.95 



YouVe heard the joke about the bounc- 
ing Czech s H now play the computer 
game with the bouncing Arabs. Vm not 
sure the Race Relations Board is going 
to like this game a great deal but I'm sure 
you will. 

Taking the role of Mic Mechanic you 
must negotiate your way round a factory 
collecting tools, returning them to the 
workshop and collecting oil so that you 
can fill your car and make your escape 
to the next screen. You collect the oiJ 



and tools by running up and down 
ladders and jumping between platforms 
using ropes, springboards, conveyer 
belts and a wrap around screen to help 
you. 

If this isn't enough, you are chased 
around by sword -wielding Arabs who 
are more than a little disgruntled by the 
mess you've made in the factory and the 
facl that you're stealing their oiL Con- 
sidering the price of the stufi these days 
Vm not at all surprised! 

The game has twenty-six screens 
{Coded a to z) and each one presents a 
new challenge There are some really 
difficult obstacles to overcome and it's 
easy to become addicted The main task 



on each screen is to collect enough oil 
for your car to drive away. The real 
problem is not getting at the car but 
obtaining the oil in the first place. 

You drop the oil down a grid to fill up 
the car which gradually appears from 
the wheels up till the roof plonks on top. 
The car trundles off the screen sounding 
rather sick, so it's no surprise that you 
have to fill it up all over again 

Graphics are excellent throughout the 
game and that all~too-frequent phe- 
nomenon of colour clash is virtually 
non-existent. There's some nice anima- 
tion and the Arabs can be quite fast and 
extremely ruthless so you've got to be on 
yo u r toes . Rob Patrick 
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conveyor belts to ".^ as ' lf,s and 
iSO, °«tathinltaS ,PO,e - we, 'tWe 

^ -nou* to fc4^ft *« ihodtf 
computer for a oon w! l 9 " *° ,he 

wnpetitors. rt * eed Beoniti 
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100% GRAPHIC EXPLORATION 

rrT ^f^^^ 



SOFTWARE 



A game of distinction \±J from British Telecom 

WELLINGTON HOUSE. UPPER ST. MARTIN'S LANE 
LONDON WC2H 9DL TEL: 01-379 6755/5626 

Firebird add Ihe Firebird I09D are trademarks of British Telecommunications pic. 




NOT FOR 
PEOPLE WITH 

HIGH BLOOD 
PRESSURE! 




Watch out for them— 
these four new games 
could be dangerous to 
your health. And r as 
they're from A'n'F, they're 
second to none, calling for 
a level of skill that's 
bound to set the adrenalin 
racing. 



GUMSHOE 



NEWCVLOH ATTACK 



SPECTRUM 48k CYLON 
ATTACK— Now with better 
than ever isometric perspective 
graphics (3D). £5.75 

BBC 32k SNARL-UP— Sheer 
bumper to bumper frustration 
and only five chances to hit the 
fast lane. £6.90 

COMMODORE 64 GUMSHOE 

—One bleepin' obstacle after 
another stops you reaching a 
girl who needs you— 
desperately. £7.90 
SPECTRUM 48k ALPHA-BETH 
— The brain teaser that makes 
It doubly difficult for you to give 
the right answer. £5.75 




ASF Software, Unit 8. Canal Side Industrial Estate, 
Woodbine Street East, Rochdale, Lanes OL1&5LB. 
Telephone; 0 T06 341111 



ORIGINAL SOFTWARE DESIGN 

— ~- '-' -"--^ 



i 





SHIEP 
SPACE 





Attack & Revenge 
the Mutant Camel 



1 




1 



MAMA 
LLAMA 




AVAILABLE FftOM W.H. SMITHS, BOOTS, WOQLWORTHS AND MOST COMPUTER RET 
LLAMASOFT49 MOUNT PLEAS AtyT, TAD LEY, HANTS (TEL. 07356 4478> SAE FOR CATALOG 

TfiBNATURE OF THE BEAST! 



RS OR FROM 
WEWSLETTI 



\ 





/ 



HIRE SPECTRUM 
SOFTWARE 



OVER 280 diflemrti lapes for hue in- 
cluding ARCADE r ADVENTURE, BUS- 
INESS, EDUCATIONAL, elc. -even anm/c 
Compiler. FREE 26 page catalogue. FREE 
newsletter, wish hiftis. tips and our lop 
Cape chart. 

OVER 3G0Q tapes in SlOCk, with up to 60 
copies of each title for fast service. All 
fapes senl by 1st class post. 
LOWEST PRICtS nire up :r> 3 1 3pe$ a1 a 
time, frorn 63p each for Iwo weeks Tiire. 
(Plus p&p and VAT). European members 
welcome. 

Tapes for salt at DISCOUNT prices. 

Telephone 01-661 9240 (9am - 5pm) or 
write for further details, or complete the 
coupon and JOIN TOOAV- you've nothing 
to lose! 



SAVE £3.00! 



For a limited period, we 
are offering HALF-PRICE 

membership to readers rjj 
this magazine. Join now, 
UFE mernbE'Ship is only 
£3.00 (normally £6.00), 



SWOP SHOP 



A new service from N.S.L 
SWOP your unwarned 
lapes with tapes from 
other members for a small 
nandlirtg charge of only 
6Dp (plus p&p and VAT) 



JUTIOMAI. SOFTWARE LIBRARY 

42 HarefitfkJ Avfcnve, Clieam, Surrey $M?7lgr=. 

1 eniloS^ BhCqufe/ltotiat O-r^fer for £.3- 00 tpr L I F E rrt$m bGrS hip. Please rush 
my mamuer&hiip kit to me. If, yithin toys. I'm rvot deleghtect wiirt your 
service you II refund my membership tee.. 

Name , 



W( ess . 
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ADDISON- WESLEY 
PUBLISHERS 

A GAME TO 
LE AVE YOU 
SPELLBOUND 

Yet another 
mindless 
program 

which tells 
you how to 
exterminate 
a million 

extra-terrestrials? 
Not quite ....... 

THE SECRET OF ARENDAHVON C ASTtE 

involves no annihilation, obliteration or vaporization of innocent 
aliens It's a nucroworld adventure with a difference. This value foi 
money mystery adventure ts set in the remote castle of Arendarvon 
m Scotland, where a journal ist mysieriDUEly disappears whilst 
investigating a series of strange events It is your lasJc to retrace his 
Footsteps throughout the perilous secret passageways of the Caslle. 
Descriptions, maps and illustrations will provide the clues to help 
yousurvLve this ordeal. The program listing is given at the end of the 
book and the programming is arranged on a day-to-day basis so that 
you do not have to key in the program all in one go The last digit of 
each line checks the program for errors so you know immediately if 
you have made a mistake. You need no previous experience of 
programming, just a vivid imagination and a little boldness. 

So - GOOD LUCK — and remember, 

GIVE THE ALIENS A REST THIS CHRISTMAS f!! 

Please order your copy from your local bookseller. In case of 
difficulty order direct from Addison- Wesley The prices are valid 
for the UK and Eire only 

POSTAGE & PACKING 

For orders under £60 at retail value, please add £l.S0 for single 
items and 50p for each additional item Orders over £60 are 
handled free of charge. 

Please send me 

THE SECRET OF AREND ARVON CASTLE 

□ Apple II Book (14565) £6.95 

□ Disk (14577) £6.85 



□ BBC Micro Book (18080) £5.95 




□ Cassette (1808)} £5. 70 




□ Commodore 64 Book (14563) £5 95 




□ Cassette (14575) £5.70 




□ IBM PC Book { 14564) £5.95 




H Disk (H576} £6.85 




□ ZX Spectrum Book (14S78] £6.95 




C Cassette (34579) £5.70 















I enclose my cheque for £ OR please debit my 

Access/Barclaycard/Visa/American Express/Diners 
Club (Delete as applicable). 



Account No. 



rm 



Expiring Date 



Date. 



Signature 

* DeptC, 
A Addison- Wesley Publishers Ltd 
Fmchampstead Rd, Wokingham 
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» BBC • BBC • BBC • BBC • BBC 



hat a game !E We reckon this listing is 
easily up to the standard of many 
commercial Rttb programs. Type it in, sate 
it to tape (just to be on the safe side)* RUN 
it, an d g .. .a . . s , , p at th e graph ie$~ Wh at's 
more, it doesn't just look good - it's a real 
challenger when it comes to gameplay too 
You start at the bottom, of the screen and 
must fill in all the platforms by passing over 
them. You can jump up the ladders, and 
dropping from one platform to another is 
allowed. You get one poinl for each 
platform filled in. 

You h a vv f ou r lives and lose one if you 
collide with a m onster or with the d i splay 
border. A screen is cleared when all the 
platforms arc filled in. Keep an eye on the 
oxygen level - you get a bonus for the 
amou nt rem aining wh en you Ve cleared a 
screen v but you get hilled if it runs out 

There are three different screens lo clear 
before you reach level 2. You are then 
awarded a bonus life* but from thai point on 
a filled platform will de-fill if you re-cross it, 
making life much, much harder! You will 
lose a point each lime a platform de- fills. 

There's a hi -score table waiting for you, 
so get those fingers tapping! 

Main variables 

v% When v%<>a stop the game, v%= 1 
then screen cleared, v%-2 life lost 

1% 



sc% 

name$ 

score 

sh% 

le% 

1% 

y% 
w% 

r% 

s% 

a$ 

hS 

IS 

f$ 



Hi score top eight 
Hi-score top eight 
Sheet 
Level 

xco-ard of player 
yco-ord of player 
Monster 1 x co-ord 
Monster L y coord 
Monster 2 x co-ord 
Monster 2 yco-ord 
Player figure 
Monster 1 
Monster 2 
Flower 

Speed of monsters 



Program description 

Line 

10 Title 

20 Error trap 

30 Calls proc to define ch ars 

40-110 Main loop 

140-190 Check move proc 

200-530 Defin es ch ars 

540 Initialise variables 

550 -740 Print screen , tu ne etc 

750 Tune 1 data 

760-820 Screen data 

880-900 Chars for screens 2,1 ,3 

910 Delay proc 

920-990 Proc move stage/ level 

1000 Tune 2 data 

1010-1050 Move right proc 

1060-1100 Move left proc 

1110-1120 Check if dead 

1 130- 1 200 Proc drop m an 

1210- 1 2 70 Fill pi atform S 

1280 Print score 

1290- 1440 Proc jump 

1450- 1580 Move monsters, bonus etc 

1590 1660 Lose a life 

1 670-1720 Endgame 

1730-1940 Introduction 

1950-1960 Error routine 



1,0 KEI1 MDNSTE^HANl fl(Cl BY P. AZZCFARDl 
20 0l*RRC*tGDTO195B 
38 FROCDEFINE 
40 REPEAT 
30 PODE7 
40 PROC INTRQ 
7B KODE2 
BB PfiDClNIT 
VH F^HfAT 
IBB FR0C5CREEN 

110 REPEAT PRdC_CH_MOVEiFROC;eFlf*:LlMTlL 
VX< >Bt IF VX=l PtTOCLE**EL ELSE PROCLIFE 
12B LrNTILl*-B 
130 UMTILFflLSE 

iao MFPWC_™_nnvE 

I5B if" JMKEV-1 RRUCJOMPiENDPRDC 
I Erf IF |Nl£EV-9a PRCCILEFTiENDFRQC 
17B IF INKEV-A^PROCFiIGHTeENDPRQC 
lQO PROCDELAY ( 3B) 

ivo epwroc 

2BB DEFFRQCDEFlNE 

210 FQRA==lTa9ifiEADBi A*^f+OHR*tf:N£)(T 

228 F0fifi-lT-[»a READS :B*=B**CHFMBi NEXT 

C^B FDRfl^iTCWtREADBjC*=C*-H;Hf**B;NEST 

24B FORfl= I TO*- R£ ADB: Df «-D**CHFt*B; ME5(T 

25B FDRA- 1 J Of i REflEJB : E *=E 1 -*-CnfttB i NEK T 

760 FOR A=. 1 TQ9 1 READBt F **F * +CHR* B H*X T 

27B REH»DATA FQA CHARACTERS* 

2B8 DflTAlB, 3,3+224, 8, IS, 3,1 ,225 

2*0 DATAlS,3,4,224,G,ie,3,7,227 

3BB DflTAlB, 3, 11,228, 8,19,3.7,229 

310 DATfllB, 3,3, 238,8, 18,3,1 ,231 

320 0ATA18, 3, IB, 232,B+ 18,3,7,233 

330 DATA18, 3, 13,2*8,6, IB, 3, B, 241 

340 ENVELOPE! ,2,-1,-1 ,-1,233,233,253,1 
2B,0,B, -128,188, 60 

35B ENVELOPE2,2,8,0,B,0,0,255,3,0,0,-i 

360 ENVEL UPE 3,1 , 0 , 0 , B , 0 , 8 , 2B2 ,0,8,0, —2 
1 00 40 

378 ENVELQAE4, 130,0,-2,8,0,23,28,0,-4, 
-4,-3, 12S, 60 

3 SB 1^0023,224,40,126,153, IB?, 233, 102,6 
0 182 

T 39fl VDU23, 223, 24,0, 107, J 02, a, 24 ,0,8 
4 00 ^DU23,22i, 54 , 124,146, I 46 .234, 19B,2 
34, l?» 

410 VDU23, 227, 0,8, 109,40,0,54,0,0 
4261 VfX>23, 228,34, 1 02 , 153 , I 53 , 255 , 182 ,3 
6, 102 

438 VDU23,22?,0 ,0, 102, 66 ,8,2*, U ,» 
448 VlHj23, 25*, 69, 17B, 0,100, IBS ,8, 0,0 
458 VDU23, 231, B S B, 36, 16. 156.254.254,84 

wi.ji)23,: S2,e, a ,A?,n, 127. -73^28, 34 

478 VDU23, 233, 54, 34, 0,0, 0,0,0, 8 
4» YBU23,255,e,12B, 128, 120, 128, 12B, !2 
H.H 

4?0 VMJ23,240,*B.68,40,4B,40+4B, 14+145 
hBB VDU23,241 ,0 h 13B, 138,68,65 ,frB, 40, 14 

3 

510 VDU23, 254, 253, 233 ,253, 253, 233, 235, 
233,235 

520 D ItlN AHz* ( 8 r T SCORE 1 9 > : FURL =2T 07 i HrtM 
E* lt)="P-C T G. Pa*d«r Nfcj. Hl +STRt ( L - 1 1 : SCDR 
EU_)»C8-L) •30:NE^T:SC r ^-0 

530 EWDPRDC 

340 DEFP*f£JC J W 1 T VDLtl^^^jBj l? t 5,3 5 03 2 
3 f B2B2 i B I BjB5 iLETl- 1 : 11=4] Stft=l =SCX=B: END 
PRdC 

538 DEFFRDCStRtl-N 

5iB R - RNE 1 S ) 1 1 FP- 1 H*i-C4 i I *- BtELSE I Fl*=2 
Hf=D»: r J-H4H SEIFR=^t-EtE I*'B*ELSEIFR*4 
H**C*j l**'DtELaEH*=E»: I*=C* 

570 H« 1 1 *?2 1 XTt - 44Bi YK* 1 BB : »>fa= , *60 ; I X= ! BS 
: VT.=0 i F 7.=0^ M= 1 j tiK=4 49i SV.=92 4 

5B0 IFBHS-1 R£5TOREB8B ELSE If BMSl-2 RE 
H-IJKt- /Ml fi Sh RFSTDRE Si-tB 

3"?0 ON 5MSGEISLlB8 , 5'0 P 3*MJl I .9ESa 

4B0 1B T 03 Bi 19, 11 >8;S; 1?, 13,19:0; <9 

, 17. 159,12, 2H, 1 ia 3 3 t 17, 12B, 12,28,1 ,3 

e,lS,29, 12,26 

4lB PRIWTTrtBd , I) jSF-CeiS? : REfllJA, B T C,D T 
CP,V. , CBX , CC7£ ,CDli K7.=Aj £=Bi F =C ? I =B 

420 COL OUR 1 0 e FORB- I TOE 7 RERIW , B , t ; VDUS 1 
T fl , B : FC*H3= 1 toe : VtiU2 J8 ; NE X T T 

i3B VDLI19 , 1 0 ,Cfiili; B; 

A-4B rOLDUfi 1 3 2 FORO= 1 TQF t REftDPi , E , C : VDU3 1 
T ft,B:FDRB=[TDC:VDLI2-^4,e, 10:P«:ST F 

i5B E0LJP+D2 , 2 , B + 22 1 BQUMD3 ,2,1,22: FD^F = I 
Tt3B15TEF.3;VDU?3,e, I , F ; ffl; B; B; e rME J!T 

440 CDLOURCftXi FRIHTTAB (1,13; ,L SC= - ; SCt 
rCOLOUFtCBIt^ PR INTTftB [ IB , 1 ) 5 ,f LE-'" j LE^; CDLO 
URCC'il PR1HTTAB(13,1); ,r 5H= '" i ? 

47B VEU 19,18, C.iYA ; B 3 l*? t 1 1 ,CCiV, 5 »i| I?, 13. C 
C7i;B{ I 1 ?, I4,3?8;3 

488 FOfVDi- 1 TO 1 1 Ff EFiD A , B : VDU23 , -1 , Aj B"32? I 
B,3,CBli , 239.3, U f PR(MTfF*iNEKT 

690 HOVE K% , YY. i PR I Nl ft* i H0wEh*i T J 'it PR 1 MT H 
I ; HOVEAli T SXi PR 1 IMT 1 1 



by Peter 



Azzopardi 



For the BBC 



7BB FDRT^ITOIX^ I s MOVE 7^71+52,74 

iPRlHTfl* : NEXT 

710 SOUNDB,2,i, 14^tinVES08, 76:GCOL0,7i F 
FHMT5TFTING* C 1 L , CHR-J -l 25 4 i J iGCDL3, 6; FDRL-^3 
1 2 TO 1 1 S0STEPB : VOU2S , 4 , L; 74 ; 255 ■ I FL 720 B 
COL.1,5 

720 NE!CT:Tiaut^66,534iPRlHTi "GET REflDf- 
1 F ClRD=r 1 T02 e REST ORE 730 

730 PWT = iT£W:READP,DESOUNDl,-iB,P.O:N 
EXT]MElTiHnVE366,334:PRQCDELAyCW<?l iPRIN 
1; "GET READY 1 * 1 FDFIt_-3T01 STEP - , 2i SOUNOl , -1 
B,14l T L:5DUHtJl,0,B T OiHE)rT 

74B EMDPROC 

758 DATA 101,5, (21 ,3, 137,3, 121 , 2 T 1 2f T 2 . 
121 3 2,12<f t 2, 121 ,4,1 17,4 

764 0^7^72,20.5,3,4,4,7,1 

77B nflTA2 1 5.3,6,5.6,I5,5.4,3,B + 15,2 t 12 
,2.9,12,2,13,12,4^2,17,1 ,4, 17.2,7. 17,2,1 
0,l7,4,17,17 f 2,l,20,2,l,23 l 3+5 h 23,l,¥ t 23 
,9, I ,27,3,5,27,4,11 ,27,4,16,27,3 

750 OATA1 ,a,S t 12,3,3",8,i2 T S, ! 1 ,12,5, IB 
,8,5,6, 17,T T 16, 17+4,B,23,4 

79B DfiTfl648,316,3JB, ,«32 , 50S 

980 D ATA5B ,23^,4,1 ,3,6,2 

BIB DATA2,fc,2,-0,6 r ^, ] L,ft p L,15,i,2,tB,6 
,1,1 T 12. 1+3,12 + 2,4,12,6,14,11 ,1 , I 6, I I ,2 + 
14, 14,1, 1. 16, 2.3,14, i,a, 16, 4,1 ,21+2.?, 21 
T 3.14,21,3,1S,21 , 1,1 ,27, 5, 3,27, 3 T 9,27,3, 
13,27,3,17,27,2 

820 DATA*, 6,4, 10,^,4, 17+6,5,2, 12,4,13, 
11 ,10, 3+16,6, 7, 16, 6, 17, 21,^, 5,21 t 4 

B3B Dfitfl32B ,540 ,P94 ,4.04 , 3B4 , I BB , I 132,3 

SB 

R4B DATA5a,lB,B,5+2,7,6,4 

B30 1^7(45,4,1+5,7,2, 13,7,2, 17.6,1,6.13 
,3,10^13,4,3, 16.2,13. 14.2 T B, 17,1 , 10.17,2 
,7.l9,S, 10,22,4, 18,26,4,2,2^,6, 14, 27, 2, B 
,7,*,2,4 f B, I 1,4,7 

S4B DflTAl,4,24 r 18,4,2 4. T 7,7,4, 12,7,i,9, 
13, 6, 6,1^,0,9, 22, 4,14, 22, 6 

S7B DAT A256 , I B&, 52C , 54B , 3B4 , i34 , 832 , 63 
6 H9A. 54B 

1 B88 1 VDU23 , 239 ,255, 1 15 ,98, 163, -S0, 36,24, 
0,21, 239,0 ,90, 163, "?B, 36 , ^4 r B ,0 ,23, 234 ,23 
5+B, 24, 8,60, 0,24, Bi RETURN 

890 VDU23, 236,233,0,245,21 ,21 , 10,0,6,2 
3,259.0,255,18, 10, IB,0,8,0,23,?:S4 T 255,34 
,36 T 36,36,36,3*,34.j RETURN 

908 VDU23, 238,233, 3 79, 195, 9B a 175, 18?. 0 
,102.23,239,8, 124, 34*-24, 163-12^, 68, B,B ? B 
,23,234,233,8,l4,0,14,a,25S,0iRETURW 

9ta DEFPROC DELAY ( J > ; F 0HP= 1 TQ J : NE t T 1 €H D 
HRLICJ 

?20 DEFFROCLEytL 

930 1 FL£X=1 AMDSH^SIX- IX*lt FIDRL- 1 tD20: 
SOUND2, -18,208, I : 50UN02, 0,0, 1 : NEKT 

940 SHfc^SHH+1 1 IFSHR^fl LETt=LE'X* I : SHK^-1 

938 PDF* R=H DIV I4#14i TD 312 STEF-lbiS 
OUND1 ,"12, 130, 1 

960 yDLI25 + 4,Pj 7tt 18, 3+ t , 233! l-MlCDE L M < 
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2aa i • sc7.=sct.+ j a i procscore t r^E x t 

*r TVS RESTORE I UfiY: f DRfi> 1 TO 1 1 r RE ADP T Di SOL.I 
NO3,-tB 1 .P 1 0;NE)ST:SnL»l[JB t 3 1 4 1 lS 

^Bfl VDU4 , 31 ,B t 3 J j FpRF=0TO3 J t VDU10X mfH 1 

ne*t?clSien(dfrdc 

1000 DATAI29,7 t l 17 T 3, HI T 3, 12=.7 t i0l t 7* 
121, 3,129, 3. 13? T 3.l 45, 3,149,4^49,4 

1 a 1 ffl DEFPRDCR I DMT t S£XlNDi00 ,j,3, 3 : 5DUND1 
11 ( B,oV, 1 

1820 HOVE tX .77.: PR INT A * 1 X*=X*>32i f ROCFO I 
f*T;MOVEXX,YXiPRIHTA*i IF POINT I.XX, YK-32) « 
BPftQCDRDP 

1930 IF VX-2 ENDPRQC 

tO40 IF POINT t*X, YXKJ2J-I0PROCFILL 
laSB hNDFR-OC 

I 860 DEFFRDCt-EFT : rifJUN05,8B T 3 , 3 , 1 t; SOUNDS. 1 
1,8,53, 1 

1 071 MOVE X 7. , Y7. i PR I NTA* : 3(7.= K7.-32: PROCPO 1 
Hr S n0VEXl!,¥l5PHtHTfl*S IF POINT ( >EX,VX-32) =■ 
BPROCUROP 

I B90 IF V7.-2 ENDPRDC 

IB90 IF POINTS, Y*-32) = 10PROCF I LL 
] ] 0L1 t NlJPhTJC 

I ] 1 0 DEFPRDCPD INT: 1FPQ1NT C X%+2# , - 1 ■ 
:-aDRPO 3 NH JS X * 32 , Y7. -28 K >« VX-2 

1 120 ENDFfiDE 
1130 DEFPROCORIJP 

H4B TPPOlMT [TfX, -. -^DFrPDlNT ( 3(2.4-54., 

YTS-32>OB ENDPROC 
115a BOlJNBl , I 1 lf?./5,Za3t5DtJMDllB t 3 1 3 t 255 
1 168 REPEAT 

I I 7a MOVE T V'i t PR I NT A * : Y"4 = YX - 32 : PtfDCPO I 
NT j HOVE * 7. , V7. : PR I NTA* i PROCGAHE 

USB UNTIL PD INT ( K7. T YX-32K' >0GRVX= I 
POINT < X X*54 ,Vi-:2K>4 OR va=2 

I |90 SOUND4-1 t ,0,a H 0:SQUNDfcl0, 0,0,0: [FV. 
- 3 56VX»2 

J200 ENBPKOC 

3210 DEFPRDCF ILL 

1 220 I F XTLi 44 j : > [ NT [ XX/ 6* t ENDPROC 
123B IF LE*~1 AHDPOlNTTXX+a + YX-34>x« VjD 
U1B ,8^6X^25,4, X7.[ YX-32* 239;f X=F*+ I ; SCX= 
SEX* I ^ PROCSCORE i SOUHLS0 . - 1 0 , 3 T 2i EOTO 1 246 

1240 IF LET4</1 VDLIlS f 3 1 CEVL 1 25 1 fl t )(7,[ YX-3 
2j J39 

1250 IF L£$<>j ANJJPDINT ( XX* B , Y\ -3* ) ^0 F 
7.*F7- 1 j SCH-SCE - 1 z PRDESCDRE i 5O1IND0 , - \ 0 , 6 T 
2 ELSE IFLEXr: >lFX=FX+i:SC7,=SC!t+l;PfflSCSO0 
RE: SOUNDS T - 18 T 5. 2 

1248 IF FX-KE "/7.-i 

1270 ENDPROC 

3 280 DEFPROCSCDREtVDLM 1 31 , E, 1 1 PRINT; SC5£ 
■ VCU5: ENDPRDC 

1270 DEFPRDCJUIPt 5OUND&08 3 ,Z, J 

1300 IF INKEY-SB RESTORE 1428 ELSE EF IIH 
r,EV-t>f RESTORE 14 38 ELSE RESTORE I 440 

1318 FDR D*-3T03 

L328 REAPk ,L : KQV£KX T V*TpRlNTfr#. *y=K*+tt, 
Y7.= Y7.+L i PROC PD I NT i MOVE K51 ,VKt PR I NTft* : I FV7. 



■2D^3i BOTD1 350 
133B PROCGAME 

I34B IF POINT OTi, • 32> : ' BQRPQ 1 NT < >! X *5 
h VX-32><:>BD=3 
1J50 Ht: X TD 
1360 FRDCFOIMT 

1370 IF OftPO I NT C X%+?4 , V > - > =4 V7. 

=2: ENDFRDC 
13BB IF POINT £ ST£. 3 YV.-32) =BPftOC[iRDP 
I3-J0 IF VX"2ENDFRDC 

1408 IF POINT ( ML , Y"A - 32 j - t BPROCF I U_ 
1418 ENDPRDC 

1420 DftTfl-32,32,-64.B T -32,-32 
1438 DAT A32 , 32 f i4 T 0, 32,-32 
3 440 DftTrt0,52 T 0,0 T B,-32 
1458 DEFPROCGfirtE 

14&8 IF INKEY-6S GCOL3.3;tiOvE364,540;PR 
INT-Freeze" : 5DUMDStlB, 0 .3, 0: HjDUNDCkl 1 ,8,0, 
0i REPEAT UNTIL I NkE¥-54i HDVE34.4 , 540iPRIN 
T"Frceae" 

1470 N-N+t : IFN< V+5 GOTO 1558 ELSE N=l 
I4S0 NDVEWX.Z7.:PRINTM* 

14f0 IFZX^YK ZR-ZX-32iBDTOI51B£LSE3F2X< 
VX ZX=ZV.+ 32:E4BT0i51HJ 

1308 IFMK>XX WX^MX- 32 t EL5E I FI47.< XX WK-MX 
+32 

1310 T1DVEWX.Z7.:PRINTH*:MOVERX,5X:PRINT| 

i 

1528 IFfty_>X* Rt=fiX-32:G£JTiJ154a E^SE 1 Ffl?. 
<X'f, R7.=RX+32iODTOl34B 

153a IFSX>YX Sr^SV.-32e ELSEIFS7.<- YX BX=SX 
■*"32 

1548 MOVERX ,57,! PRINT 1* 

155a IF 2X=Y3L AMD X7X=HK4-7,2 AND X7.>=WX- 
32 Vi*3 

1360 IF 5S-Y7. AND X7.<-RX+32 AND X7.>»RX- 
32 UX-2 

1570 H=H- 1 i 1 FH/ 1 1 HT tM/lil V0aZD T 4,M; 7 
d t 3 5 , 3 , 1 , Z5S 1 90UN03 t -i 1 14B* 3 1 I F H<728 5D 
UMD2 1 -lfl T 2a0 T 3: IFH=512 \fl=? 

3 590 ENOPftDC 

1378 DEFPRDCLIFE 

1608 5DUMDS.1 I , 1 , 2BB T 2B: SDUWDS, 1B T 3 . 3, 20t 
IX-l%-l;GCOL0.0rE-l 

1618 FDRF^YXTDYX-2HS.TEP-B. 4 

1 4 2fl MOVEX-/ , P : DRAW H X* 5*. . P t MOVE* X+E , Y7 s D 
R^hJKX+F.t7.-2B: E=E+0.SJNE!CTi5DUWDl .4, 138, 
25 

143B IF 1%=Q PPOCDEA& 

1648 PROCDELfiY i 1008k i VDU1? + t 3 ,0;8; 17, 13 
,0 T 8 P iSOUNDl] l T 8,a,B 

L*^0 SiOUNmSI.J^.ZBlSCHJNDl ,2 t 70,20:FOR 
F=83TD0STEP'-.3: VDU23,B t l ,F5 0;B;03 cNEXT 

14b0 EMDPROC 

1 67* K FPHOCDE AD : RESTORE 1 718: 5DUND0 ,1,6 
,35 

tiD0 FORR= | TQfl-jfiEAfltt* : SCDLB^NDJ 61 ; reivt 
R*64+32B,548i PRINTRt i PROCDELAY (3805 i.KXT 

1670 FORR- 1 TO t 3: READP ,D: SDUHDS(83 t - 1 8 , P , 
De rFP=i49CR97SOUNC3 T 0 T B,8 



1700 MEKTiENTJPRDC 

1710 &ATA"G" 1 ■ , ft-, <, M , ■, 4, E'^' , ** , '"D.'* ■ "V" | "E 
","R" 

L728 DflTAD9 ,S, 147 T S, l47 a e T H5 t a, 137,9, 1 
I 7,9, 121 , 13, I l7,4 T l6W,a, 101 ,8,9? 1 fl T 97 ] !3 

, a" , a 

1 730 DEFPRDC I NTRD i VDU23'; 0202 ; 0 ; 8 ; 0 ; 

1740 PR E td f [jMR J | 4 ] ;rjHR9l29;CMR*l37;Ct*rs 1 
31sTAE(14? ; , 'HCN3TERHAN1 A" 

175B PR 3 NTCHRJ E 4 1 ; CHR* I 29 ; CHR* 1 57 j CHR* 1 
30; TAB ( 14 S ; "MONSTERMftNIft" ' 

176a PR I NTCHR4 141; CMR* I 33 ; T AB i 2 ) "KEYS J H 

^Hhll4-i:Hhil '.4; fflHl?l Kfyfi:" 

177B PR I NT TAB < 7 T 3> $CHR* 132; "SHIFT. . . Ju* 

p F FrwzB"! TAB i 7 T 4 } ; CHRt 1 33 : - SH 1 

FT,,.Jujqj F Freeie'' 

1730 PRINTTAS4£,5} jCHR*141fCHR*13B] "Z.. 

L** t if L.rt-1 € r e**7 p " t T fiS 1 & , 4 t ; CUR* 

141jCHR*13H U Z_ Left U LMfreez 

If 98 PRtMlTfi3Si£4,7J ;CMR*14I [CHR*1Z» ? "X.. 

. . .Right ESC A6{K"t"i TAB ih r St ; CHR* 

1 41 ^ CWi*134 f "X Right e*C., T ,Ahor 

t" 

tB0B IF SCX<>0 FRlNTf^B <0 T 1B> ;CHR*141$C 
t«$134; ,t Scnro="SCX[TAB(0, 1 1> ;CNR* 3 41 jtK* 
t I 32f -9core=-SCX:#FXl3 

1B1B IFSCX^SCORE!7kGDTDlB70 

1320 PR INT TAB < 12,18) ; CHRU 41 i CMR*1 32: "C 
□NQRRTULAT IONS- J r«E»£l2, 1 i > | CHR* I 41 jCMR+1 
34 ; H CDMGR ATUL AT I DMS " 

LS30 VDU25 T 0, 13 .3-9, 1 3 T 134 T 157 , 132t INPDT 
"ENTER YDUR NAHE "N* 

■A40 1FLENN*>19TMEN I B38 ELSE VDUS2 P 26 

1030 5=7sKEVPEfiTiB=9-l - UNTIL SCJi< -SCOPE I 
5) OR 3-1 

1 S6B FDRT -BTOS+2 STEP - 1 : SCORE t T 3 = SCORE * 
T-i i -.nAnes r i i =HfipiE-:* r t - 1 j : hexjjSCDBE 15+1 > 
=5C7. : NAME* fS+ 1 > "Nl 

1870 LfiSTRINGt (31 T "# w ) : Plf -STRING* l9 T 
-*i:HHf ]ia+^:HH**t> =F-H]Nr rftn;r, , 1 3 1 s L * ; tab (5, 
L4> ;N4| TAB<35, 14) jH*; TAB (5, 223 iL4 

1 SB0 FORI, =2707 : PR [NT TAB IS r L+ 133; URI ! L+ 

129) ; " " ; TAB{6 f L+13) jCHR*H 12B*L) p 5C 

DRE(L}iTAB{14,L+l3» ; CHR* i I 35-t, > ;NAnFt(L> 
; CHR* 1 J5 : I*J( f 

IS98 PR I HT TAB ■( 1 2 H IB) ; CHR* I 4 1 ; C1HR* 1 32 ; " 
TODAY ' 5 BEET '■ ; TAB ( 12, 1 1 N ;CHRl 3 41 ;I>4R* | 
34;" f ODPV ' 5 BEST 

19B0 VDU28 t 8 1 24,3? T 24 ] 134, 13Ai INPUT" EN T 
ER DIFFICUUTYU HMD-20 EASY) "V: IF V<10 
AV>2*CfflTD17B0 ELSE VDU12 t 26 

lfl0 PR I NT TAB i B T 24 ) • CMR* 1 3-fa ; CHR* 1 29 | ''HI 
T S-SOUND fJ-NEJ SOUND: SPACE TD START"; : RE 
PhAT:[F IMKEY-17 THEN <FX218 1 1 

1920 IF [HtfEV-BS THEN *FK2lO > 0 

E«730 UNTIL INKEY-99 1 

1940 ENDPROC 

1950 IF ERR=17 E5UTO 48 

l?60 MODE7 : PRINTTAB (2,30); ^Error at lin 
■ ■ i EAL - END 
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Programmable 
Joystick Inrerface for 
I he Spectrum 

£19.95 

incl.VATandPAP 





S mijit and i-in'jgrj-nm.nij 
ir.rri in* rK>uu>'rd Su4K-i<um h*v 

IfUH.ncUffn • >■ J. hOflt 



f K^ri^Mjii £n)rl liji C-.irrflhV.Crn 
ipC*rK JO! Ca<T,ffi\r .OvlUC*. *H« 

sound -arvt sp^tcti i.iy u'r-TMrn 

jrr-BlJf JCl.rjl- 

Qim&M.bl* wih i-l Aii«i Imjw 
: <^ii.c^.n{i..iil,rtg<3 u .4kt*^i II 
I*- 1 ha.il ..^.f I '■' .XI. Hi i 

i^;*-'ijie ope-'jin irjy ti .ct. w* M el 

in t^ytjd-jjrj) Juvi.1 ick 4CI 'On ram 



IDror. B-WeniM^IM^Kan ftoTitH w ,,, b | p ^(J^-J i>L.LHj.ntf 

' h? rrjurh C|l ¥ H m^r t , P I *^. c , ad , 



QUICKSHOT JOYSTICK 



FLIGHTLINK JOYSTICK 



£13.95 

■ncl. VAT ami PJ,F 

£10.50 

ncl VAT juj P4P 



CURRAH U SF EECH UNIT £7Q QR 



Deafer Enquiries Welcome 
Phone Ludlow 10584} 




AVAILABLE FROM 
TED RETAIL 



FREL LTD 



Hotkeys Mill, Temeside, 
LudtOw. Shropshire SYB 1PD 



Qty 



Code 



U(?rn Pr 



01 



0? 



03 



C.'.i:rin:i- In1?plflrjf 



$ riO.M 



$ £31 «J 



0™„n - FPigMlinh 



a C3t «, 



3 i-if.M 




lill 



COMMODORE 64 



•PCCTflUM 



□ AWE 

■SuiCi-OE E*PS€S5 

^hOSTBUSTERS 

ACTPvwSKIN ALL OTri ER Ti TLE& 

^ETSFTrtMLLY 

2IM 5ALJV EUM 

S-TBippOnen 

■ LAW HrYWK 

THON 64 
*£T£C 
AHUM 
MP ROBOT 

-TALES Of ARABIAN NKMTS 
■DALE* THOMPSON MC*Th l ON 
-FjFACH MEAD 

DECATtiXON 
-MOh"> MCK.E 

SOLO FLIGHT 

TaA^HMAJj &4 
VALHALLA 

MATM S-Ti,H ir 

flTFAI.. 

RlVER RAID 

BfiUCE LEE 
hATOOCMMAMrjER 
SPITFIRE ACE 

£DDlE KlMJUMp CHALLENGE 
STUNT glKE 
MY Ch-ESS " 
BATTLt f OR MlO-rtAV 
HAVOC . 
^Vf..-3:TAL 
QUAEIMODOE S-EVENfiE 
TORNADO LOW LEVEL 
JONV ANJ>TMf J MPV5 
KOKDTOHI WILF 

ffOBTAPOCP^YfSE 
SUMMED QAM ES 
-aUDVADr* 

5H£R|.5Ca<MOLMES 
C^Afirfli,STEf£ 
C0ME4T L> NK 
*lTfitLl 



9 95 

9 » 
4 « 

r 94 

; ■« 
A « 
14 Sft 

? :■: 

7 95 
9 95 
9 99 

y « 

7 9i 
li 9i 

9 95 



OUK 
PHICE 

« » 

' v? 

6 ft 

7 J4 
5 SO 

i M 
? » 

J 99 
1 » 

5 » 
f f"S 

r » 

6 » 

11 00 

h so 

9 M 

7 -M 
T » 
I » 
^ » 



9 35 ■ ?: 



3 35 

* « 

5 35 

9 H 

t K 

1 50 

r 9S 

» w 

K 

I 15 
14 35 
■ M 
u » 
S 95 
« J' 



i 91 

7 25 

S 1? 

7 M 

5 50 

j 30 

5 w 

5 25 

j 2fl 

t ii 

13 50 
T 21 

t 50 

II 

* H 



5QFTWAB£ PACKAfiE w pp Tl „ 
■iEVPBTaN TyPE 'hiTERFACE 
OU'CuaMOT II rfTTSTlCH 



rJLI" 
PHICE 

£, -■ 
» /. 
■4 » 

M 95 



QAM I **P 

&m£mlOC«mOLM€S 

nrXiOTOMWILf 5 94 

DUt&L*MACHI*J» «fj.Wi 

HM'iCMT l Oflf A 

□ ARH^TAft p,w 

5AE.RE¥tlA.F HK 

0*Lf* Thompson ?EC-*rMi.ON e 90 

BEa-ChEAO 7 K 

WMlTE^lGNTtllNG ■* 

MOMlT'- !i 9^ 

LOBDSOFMi&NKSHT 3 fi 

PSvTflON 7 9< 

JETSETWILLV J 91 

|i*h|XN S^E'tJ 5 91 

•^■lOv.'JALi-'L. E 96 

■RASHMA^ « 

F.GhTER PILOT T » 
MiGKTG JN*JEH 

CLASSIC ArjVEMTUREi 6 *S 

V*,mAlL* h 

«PNT r irUOLE 1 M 

FU^L THROTTLE »« 

MaTChM^iM f 9^ 

Urjrj|B^ ULDE 13t 

AVALO'J r 91 

••feKj pgj 

Ff.VEaflA.p T(J 

Er,[iLiHO rpj 

hAMP^TEAC r^^- 

SjTA*ftlHE . E.95 

rilANtSRE.M-EhGE E.95 

SCRABBLE |4«S 

ECD E Kl DD ,'UMP C^At^E^SE E PI 
CQMEATi,¥h)( 

T^llhKlMQDOMVALLEf ' ti 

TSIAvEiWTHTBiSH^AH * 94 

bOT *0wCi "V**l*DRlVt IS » 

DOt>mD»AKSR£vEMGE 4 91 

Ht^OC P 95 

POWERS EIST 5 95 

BAC rfPACrfEfl-G^ DE TOT^EUPJIVEHSE ? W 
CU4.5lMOOCS«E itNGf'H^OH&AC>i Hi S« 

Tl»NA^4 B a;- 

AlRA'JI.F f, R 

PYJAVARAPJ A « H 

RAPJT^.BBOlMERFACE 22 » 
SASPEtTflUVE^^^jio^jvsT^ w M 



ALL PRICES IM C L J O E P&P 

OUICKSKOT II ONLY £6.99 



PLEASE NOTE IF YOUR ORDER 
EXCEEDS £50 YOU GET 
10% FURTHER DISCOUNT 



10% rjj jcggnf for (ji^fi oyr^r tftG^ 



SEND CHEOUESjP.O TO 
QOODBYTE IHCWp 
94 LEATH E R LANE, IQKDON EG1 

PLEASE STATE WHICH MICRO 



BLANK CASSETTES 

Guaranteed top quality computer 
audio cassettes at great budget prices. 
Packed in bojr#f of 10 wtthJaboi*, 



Prices include VAT, post and packing. 

□ {C5)£3.35 □(C3QJ£4.70 

□ GO) £3.40 DfCcO £5.30 

□ {Cl2)£3.45 □{C90£700 

□ {CI 5) £3,75 

BASF KOPPY DISCS 

PrloesofboxesoflO 

□ 5 t /j Single siae/Doubieaensity £19,95 

□ 5% Double side/Double aensjly £21 .85 

□ 5V4 Double siaerQuad density £28 75 
MfC&OFUXl DISCS 

Price per unit 

□ 3V Sing le side £4.00 each 

□ 3V Doubks side £4 75 each 
Indicate quantitv of each product 
required in boxes. Free delivery U.K. only. 
Cheque/P.O Enclosed for £ 

NAME 



1 " ► 



ADDRESS .... 



V "» * "* 



HllllllJIIiLII.il 



pROPcaionfh 

nWGrlSTKS ITD 

Cassette House, 329 Hmstet tood r LeedsLStO 3VY 
FREEPOSTTel. (0532)706066 ^ 
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Yes. Ghost busters is a computer game, too. 

The game play follows the film with incredible 
accuracy. Even down to the chart-topping music score, 

Your task is to rid the world - and in particular New 
York City -of a cataclysmic plague of ectoplasmic nasties. 

Play it well and we give you a Ghost busters franchise - 
with your own secret account number Use this number and 
the money it brings you, to buy the same ghost busting gear 
they had in the film. (Don't worry - well give you some 
money to get started,) 

You will have earned it And you can use it to go to 
undreamed of levels. Don't try to use someone else's 
number, we'll find out. 

AVAILABLE FROM SELECTED BRANCHES OF BOOTS, WH SMITH, JOHN MENZIES, LASKY J S, SPECTRUM, RUMBELOWS, WOOLWQRTH 

AND GOOD COMPUTER SOFTWARE STORES EVERYWHERE, 



From then on, its you against the ghosts. All the way 
to the Temple of Zuul. 

Where the final battle begins,,. 
Designed by US A's David "Pitfall II and Decathlon" 
Crane and running on Commodore 64 cassette and disk 
and Spectrum. Coming soon on other systems, 

lAcWisioN 

Your computer was made for us. 



Awesome 



in its conception 



Brilliant 



in its depiction 



Dynamic 



m ns execution 




The world you are about to enter bears no resemblance to any arena you eve* 
encountered before. Weapons are of no avail in this small habitat. 

The only sources of protection at your disposal are quick wits and fast reflexes. 
The only reward is to survive against monsters of unbelievable ferocity and 
cunning » and to avoid hazards more perilous and deadly than any you might find 
on a trip through the outer universe. This is the real world, populated by the 
creatures of our own inner universe, where nature is red in tooth and claw. Brace 
yourself now, and come with Star cade into the still water and deceptive calm of 
the SAVAGE POND. 

COMMODORE, ATARI, BBMLECTRON (£8.95 each) 

On disc for COMMODORE, ATARI, BBC/ELECTRON (£10.95 each) 



STA 



UpUp and Awaf 

COMMODORE, ATARI, BBC 
(£8 95 each) 

On disc for COMMODORE, ATARI, 
BBC (£10,95 each) 




produced by 
ARGUS PRESS SOFTWARE 
No 1 Golden Square, London W1R 3AB 
Telephone: 01 437 0626 



The Activision Eight. 



PITFHUE 

o s t c a v e n im m: 



Pitfall Harry has to recover the priceless 
Raj Diamond from the lost taverns But there 
is a small matter of poisonous frogs, Albino 
Scorpions. Vampire Bats. Electric Eels. 
Need we go on? 

Gunning on Commodore A.MSX,and Spectrum 





Miners are trapped deep underground, 
Threatened by molten lava, poisonous bats, 
snakes, spiders. You alone in the person 
of Roderick Hero - Helicopter Emergency 
Rescue Operation - can help. 

Hunnmg cm Commodore 54, Spectrum, M5X 



SPACE SHUTTLE 

A JOURNET INTO SPACE 
■ r fai vi vr KiitMiH 




With the Designers Pencil, you can draw the 

world - and everything that's in it. 
Wite your own melodies. Learn to write and 
tfevelope your own programs, Its scope is as 
broad as your own mind. 

Running on Commodo** 64 imd Spectrum 



t i i * C * I ¥ f 1 I ft- ** 

DECATHLON 



Man's ultimate journey. You can make it, in 
faithful detail, from lift- off, through an outer- 
space rendezvous, to landing. A genuine 
test of your inner strength. 

Available ioon for Commodore M and Spectrum 




Number one in the charts. And set to stay 
there. Decathlon asks for total commitment. 
Speed. Strength, Stamina. The will to win. 

Running on Commodore 64 




Merton the maintenance man is set for yet 

another routine night in charge of the toy factory 

But something has gone Terribly, terribly wrong, 
flunmng on Commodore €4. Soon on Spectrum 



1r 



*cW£on 



And you thought it was just a movie. 
But Ghostbusters is a computer game, too. 
Following the film with incredible accuracy. 

Even down to the chart topping music score. 
Running on Commodore 64 ana Spectrum. 
Soon an other systems. 




Stay cool. Stay low. Stay alive, 
Your mission is to fly down the world"s most 
heavily defended river, destroying every- 
thing the enemy hurls at you. But beware... 
your fuel tanks are nearly dry. 
Running on Commodore 64, Spectrum, MSX 

Eight very 

different titles 
with one thing 
in common. 

The Activision 
touch of gold 

For more details contact Activision (UK) Ine, 
t5, Harley House, Marylebone Road 
London 

■AcliVisioN 

Your computer was made torus, 



AT LAST THE 
ARCADE ADVENTURE FROM ITl 




me da 



■ 
J 




IM • SPECTRUM • SPECTRUM 






5 CLEAR 49999; BORDER mi RAPE 
R 0: BRIGHT li INK 7: CLS 

10 FC1R i=10 JO 20 s BEEF vOOi+i 
/300„ i: NEKT fi PRINT AT I<J, 1 il' : 
INK li Pi'-ifER 7 s L RIGHT 1; 
ij " 15 TQP THE TAPE " 

20 FUR i'USR '"a" TQ USR "f+7i 
READ as POKE l„ j: NEXT i 

39 DATA 1 0. 0' , 83 . 168 , 53, 170, E3S, 

l .: & . o , o , 22 s , 3 j „ 1 2 ;\ 2^ , gggi , a 1 , 

10,5. K^Oj 42 T 65, 42, t3S, 240, 24i>, 24 
0,6, ^52. 254, 254,, 2:54 

40 DATA 42,135,42,21,0,5,10.5.2 
54 s 2S4 , SSft, 252, O, 240, 240, 240, 1 0 , 
5, 10,5, 10,5, 10, 240, 240,240, 240 
, 240, Li4i"'. 24ij. 240 

50 DATA 255, 27 i , 195, 193, 97, 51 , 
31,0, 25^.271 „ 1 :i - i:.4.2u4,-.t:3 



31>DATA 0, 235,05,255, 195, 129, 1 
9S- 3 255, O, 255, 0 , £55 , 0, 255, 0 . 255. 0 
, 0 , 223 . 223 , 223 . 0 , 25 J. , 25 1 , 25 1 

60 DATA O, 25 1 , 25 1 ,21 25 1 , 5a , 5 
■ , u , u . 224 , 224, § , 724 1 224 . 224 .0, 12 

0 , f?< i , :M j . j , 1 j<b , t 0 2 . 60 , 24 , 255 1 1 6.5, 1 
69 , 129 , 1 36 , M , 231 

70 DATA 53, 5&, ,254, Ua, 1 Is, ilfi, 
i-. Q , 254 , 0 , 3 1 , 209 . 255 , 253 , 253 , 1 29 { 
.255, 124, 196, 196,. 162, 196, 198,124, 

iuo FOR Kf= 156 16 TQ 16 303: FOKE 
:: f 4838 4, PEEK >: : ME XT 
ilO RESTORE 2'JO: FOR -a 4.264 TO 
64 4 ?9t REAL y: POKE >!,y: NEXT * 
20Q [>ft TA 124 , 2?j4, 546, 254 , 254, 24 
6, 246, O. 752, 2'v4.2:.0, 752, 230,254, 
^52,0, 174, ,?54„2^l, J ,2 4o, ^46,254, 12 
4 , 0 , 252 ,,254 , 254 , 23<>. 254 , 754 , 252, 

1 ■ 

210 DA 'I A 124, 254 , 2 Ao I 2 52 , 240 , 25 
'1 j I 7-1 L J4.^?i4. j+O, 252, 240, 240, 

3 3 1 D Pi T A 2 0 , U . L 24 : 4 ? 2 A 0 , g 4 6 . 
246 , 754 , 1 24 , 0 , ^-46 , 246 , 254 , 754 , 25 
4 , 246 , 24<>, 0 . 75 -1 . 254 „ 5^>, 56-, 56 , 254 
, 254 , 0 

^wO DATh 30. .^.1, 222, 222, 251 , J 
24,0, 238, 25,4,2:2", 7 ifj.257, 2S'l . 33lj 
, 0, 240,240, 240, 7 . ■ j . 74 6 . 7?34 , I?*,, O 

2 '0 DATA 1 9 r d , '2:. g . 254 . 254 . 2 5 4 , 2 1 
4,214, 0. 1 24. ,': r L4, 254, 24e», 246, 246., 
246, 0, 174, 754., 23fU 2?tJ-, 254, 2^4, j. 7 
4,'.-. 124.254, f4 . .^.'1,252, -:40. 

2 '1 0 Jh r 1 A 1 2 4 , ^ . 234 ,24ft, 24 . 75 
a* 124., r.r, 252 , 254 , 270, 254, 252 , 252 , 
1 76. 2^4. 2^0, 1 74 , t 254, 2^2 
, 0 , 2Ej4 , 254 , fjfe, 56 , 56 , 'yii , 56 , U 

J3o DATA 216, 246, 2*-36. 24^, 254, 25 
4 , i 74 , 246 , 2 4i>, 2 'i 6 . 2 ■! i j , 2 5 ■ I , L 24 , 
■j6,-i.^ 214, 21 '1 , 21 4, 2Li-l , 2 , j' , I , 73B, 6B, 
i>. ^3ij , 254, 754 j J 7 4 , 254 , 254 , 238 % O 

26 O DA VA 2 :! 7 ', 2-22,254, 7 5 4, 3 0 . 254 
, 257 . & s 254 , ?54 , 62 , 1 24 , 240 , 254-, 2S 
4.- 

2130 >D A TA 2 20 , 2 2o , 2 20 , O , 2 2 0 , 2 2 0 , 
2 20 , 1 ' 

:0o RESTORE: 3H_.'! FOR ..=64123 TO 



64207: READ v: POKE :;,y: ME X T :: 

3 1 0 DAT A 124, 254 , 23El , 2 3 it) , 2 3 A , 2 r . • 
4, 1 24 T 0,60, 124, 60, 60, io, 126^ 126, 
0 , 1 24 ,254 ^ ,30 . 1 24 , 240 , 254 . 1 26 , 0 . 2 
52, 254, TO, 1 26, 30, 254, 252, 0, 23, 60 
,100, 254 , 254 , 254 „ 2S, 0 ,254 . 2S4 , 22 
'1.252,30,254,252,0 f 

i 2<J DAT A 126, 254 , .224 , 252 , 23£1 . 25 
4 . 1 24, 0 , 254 , 234 , 30. 60, 60, 1 20, ' 7' « 
» 0 * 1 24 , 254 , 23 8 H 1 7 4.2313,254, 1 24 . O 
, 126,254, 222,254, 126,30,70,0 
1000 POKE 77607, 24'V; PRlhhT INK 3 
; AT 1 , 3: "PRQDUCTOIN L I NF. " i IMh 4 
£A1 3, 5; " T1904 tHV P^LIL QCh.LE V " 
1020 PRINT INF. 6iAt 1 o. o ; " GU I DE 
FRED THE WGRM4HM ROUNlj THE FI<U 
D!JC TWt* LINE COLLECT I 

THE CVAhf OFUEi:rS " 
1O30 PRINT AT 14,0i"USE THE POLL 
OWING K.EYE7' i INK 5; AT 16,0;"P=F;I 
I3HT O^LEFT " j } |-|K 4;AT 13,0s C?^ 
UP A=DOWN M~JUMF"' 

1O40 FR INT PAPER ij Fl.AEH 1;AT 2 
0,4; "AMY KEY TO ! . DAD THE uANE ' " 
i!.?50 BORDER 2: l! ORDER 1: BORDER 
at BORDER 1: BORDER 2: BORDER 5: 

BIDK-DER' 3: BORDER 4= BORDER -5: B 
ORDER b: BURDER 2: IF INkEY*-■'■' 
I HEN GO TO %$S& 

1060 BEEP .1,10': IMf : M Pit INT AT 

6»0?: LOAD "" 
1070 STOP 





1 REM 

2 REM * PRODUCT ION LINE * 

3 REM * 1934 &Y PflS * 

4 REM *tt«*» ***»«**»***»> 

10 GO SOB 225: GO SUR 1 70 
15 FOR 1 = 1 TO 6: LET aWK<m 
IF SLREEMt lM,y+l>^"C" OR AT I R 

Cx-2,y)=69 THEN GO TO 135 

20 1 F SCREEN* «.;; + 1 . y) < 1 "" THEN 
GD TD 1000 
25 30 SUB 115: IF SCREEN* (::,y 

* 3 > -" T " THEN GO TO 135 

30 PRINT AT >:-l,y:CHR* 32? AT :: 

,y;CJHR* 32 

35 LET k** [NKEYlt: IF f;* = ,, p" AN 

D ATTR <::-l, y+l)=71 AND y<31 1 HE 

N LET Y=Y+1 

40 IF AND ATTR ( K - 1 , y - 1 

>=71 AND y>0 THEM LET y-y-1 
45 IF k*=-q" THEN GO SUB 65 
50 IF k I HEN GO SUD BO 
55 IF k<="m" THEN GO SUB £.00 
O07PRINT AT" .-;-l, yrCHR* 159; AT 

:i »y;CHR* 160; NEXT 1: GO T □ 15 
65 IF ATTR f r, -2 , y > < >6S TREN RE 

TURht 

70 FOR U=t TD 5i SO SUB 115: B 
EFP .005,20: BEEP .0u5,3O: PRINT 



Okay, So just WHAT'S going on oui 
there? How come all you readers 
have suddenly started sending in these 
red-hot listings? If you want to see jusl how 
good you're getting, type in this excellent 
game from Paul Siockltty, 

Production Line is a platform game in the 
grand tradition, with moving platforms, 
mons1ers n pistons, and a whole ho si of game 
features to keep you busy. You must guide 
Fred the workman around the production 
line collecting donhries. The doohries, just 
in ease you're not familiar with these essen- 
tial items of industrial equipment, arc col- 
oured cyan. 

The listing is in two pans. First type in 
Listing 1 and savl it with the line savk 
"Production" linf 5, Then type in Listing 2 
and save il, using s avl "Line" Um 10. To 
run the program, rewind the tape and enlei 
load"* as normal Please note that you will 
be ashed to stop the tape when the intro 
screen comes up on the display, so don't go 
away while the game's loading! 

When typing in the game, enter any 
underlined letters in graphics mode- 
Graphics mode is selected by pressing 
SHIFT 9. whereupon you will see the cur- 
sor Change to a flashing G\ You can return 
to normal mode by pressing SHIFT/9 again. 
Just in case you 're confused by u$ in line 16(1 
of Listing,, it consists of two spaces, two 

l! 




Main variables 

A Vertical position of stompers 
Position of man 
Lives 

Skill levels 
Score 

Objects collected 
Platform string 




Program 




10 Set up screen etc 

15-60 Main Loop 

65-75 Up Ladder routine 

80-9S D own lad d er r ou (i ne 

100-1 10 Jump routine 

1 15-130 Move stampers, platforms etc 

155 Death roii line 

145 End of game 

155 Finished sheet routine 

1 60 Setupstri ngs form o vem ent 

170-220 Print screen 

225 Set-up variables 

1000 Fall routine 

1020 Decrease lives 
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Heres your chance to contribute to the most 
important event of the microcomputing calendar - 
1 he British Microcomputing Awards 1985. 
Recognised as the Oscars of the industry, the 
awards are organised by VNU - publisher of Micro 
Decision, Personal Computer News, Personal 
Computer World, Commodore and Sinclair 
Answers, Personal Computer Games and What 
Micro? - The Sunday Times and Thames Televi- 
sion's 'Database' which will televise the event 



The BMA 1985 is looking for technological excell- 
ence and value for money. Who do vou think 
deserves to win these highest of accolades? Fill in 
the nomination form and let us know. Your nomina- 
tions will be carefully considered by a team of 
experts from this magazine who will then forward a 
shortlist to two independent panels of judges. 
The winners of the eleven categories will be 
announced at the Awards Ceremony next June and 
they will each receive the unique BMA trophy. The 
ceremony will also make a series of special 
commendations for computer projects of social 
importance. There will be a major presentation to 
Concerned Micros in Education and Training 
(COMET), the charity established by the BMA 
1984, to aid disabled young people. 
Complete the nomination form opposite and vou 
could join the top names of the industry at the 
prestigious Awards Ceremony in London next June 



The judges will be looking for a number of important 
qualities in all the products nominated. These 
include value for money, ease of use T flexibility and 
innovation. Colour, sound and speed, as well as 
software support will be other key considerations in 
judging the hardware, and use of the machine in the 
software categories. The judges will also be looking 
at the consumer support service offered. There are 
however, certain specific requirements: 
L Business Microcomputer & Business Mic- 
rocomputer of the Year. The machine must cost 
less than MRP £SQ0f) including operating systems, 
CPU T keyboard, disks and monitor. It must be disk 
based, come with at least a 90-day guarantee and 
have a wide range of business software. 

2, Business Software & Business Software of 
the Year- Software should be disk based with a 
MRP of less than £1000 per package or module. 

3, Home Microcomputer & Home Micro- 
computer of the Year, The machine must not 
cost more than MRP £500 

4, Home Software & Home Software of the 
Year, Software must not cost more than MRP £50. 



RULES 1, Categories 1-5. Manufacturers may nominate their own 
P ™t U h^ u j^' c ^ ncecl not have been ttvade in Britain but all products 
January 31st 1985 ^ P " rchaSe from reta£ <>Ut,etS lfl the L ^ by 
2* Categories 6-9, ii. Manufacturers may nominate their own 
products which need not have been made in Britain, but a]] products 
must have been available for purchase from retail outlets in the UK 
between 1st November 1983 and January 31st 1985. 
:i. Employees of VNU Business Publication BV, The Or^atust rs, 
The Sponsors or any individuals associated with the British 
Microcomputer Awards are not eligible to place a nomination with the 
exception of the six VNU title judging panels which may each 
nominate up to six entries . 

4, The decision of the judges is final and no correspondence will be 
entered into. 

5, All nominations must be received bv nom 



bniE 



your nomination for each category and 
explain, in not more than 30 words, the reasons for 
your choice, using another sheet of paper if 
necessary. You should consider carefully the guide- 
lines given for each category. 

Category 1: Business Microcomputer 



2: Business Soft ware_ 



Category 3: Home Microcomputer- 



Category 4: Home Software 



Category 5: Educational Software. 



h Game of the Year. 



Category 1\ Peripheral of the Year. 



Category 8: (i) Home Software of the Year. 



( ii) Business Software of the Year. 



(ii) Business Microcomputer of the Year. 



Name 

Address. 



Tel No. 



MICRO 

EE 




Send your nominations to: 
VNU Business Publications BV, 
British Microcomputing Awards, 
Freepost38 P London VV IE 6QZ 



AWARDS 




Nomination forms must reach 
the Awards Office by noon, 
Friday 15th February 1985. 
Nominations cannot be accepted 
after this date. 



PRODUCTION 




AT >r-l,y;" " ; AT jj.vi" " : LB. T k- 
x-li PRINT AT ^-l.ys "£.".5 AT M f y!" 
IF U/2 THEN PRINT INK 4: AT II 

+ i,y; ".L" 

75 NEXT ui RETURN 

80 IF ATTR Ck + 1 , v>-^>6a THEN RF 
TURN 

FOR u»l TO GCI SUD 115: 0 
EEP .005,20; BEEP *$$5.M6* PRINT 
AT H-Uyi" i AT it.yj" " : LET k = 
X + l: PRINT AT : - 1 . V ' ; 11 P_" : -VT l^V!" 
G_" ; IF li^ THEN F R INT INK 4; AT M 
-2.VI 

90 IF S CRF EN* i : : +2 , v > - " t " T H£.N 
GO TO 135 

95 NEXT u: RETURN 
100 >IF ATTR <:[-2,y>=6B THEN RET 
URN 

lOS FDR u=l TO 4: (SO SOB US: P 
R INT AT K-l,y!" "fflT ^.y;" "i BE 
EP .003,*: BEEP .OO3,m + J0j LET M 
-x+c(u>i PRINT AT >;-I,y? "Fl'^rtT :■; 
,yi"_0": IF ATTft (>;^2.y>=69 THEN 
PRINT AT x-'Z,yz "NO": FOR t = l TO 
6: SEEP .006^*1: NEXT t: LET att 
j=obj+l: LET sc=se+95: PRINT AT 
0,6; sc: IF obj=6 THEN 00 TO 135 

HO NEXT u; RETURN 

IIS PRINT INK 5i AT #,ll;a*;AT a 
-r-l,U;b«; INK 7;AT at2,U^*i I N 
K 5; AT a, 19: a*: AT a+U19;b*; INK 

7; AT ii*2 T 19;c* 

120 LET «jt*»U*f2 TO ) +u* C 1 ) i LET 
t*=t*(5»+t*( TO 4J: PRINT INK' 5 

;AT Il,22;u* ; AT ii,3:u*;Af 1*,."J 

;tS:AT 16,6;t* 

125 LET r*=r*C2 TO > +r* { 1 ) = PR I 
NT INK 3:AT 3,0ir*;AT 5,21;r-*;AT 
20.,0;r*;AT 20.2l!r<* 
130 RETURN 

135 FOR o=120 TO USQj PRINT INK 
INT (RND*7>+1; OVER 1 ; AT *-l,ys 
CHR* o;AT ::,y;CHR# at BEEP .OQOa 
»o-100r NEXT a: GO TO 1030 
145 FOR i-1 TO 400s NEXT i: CfcS 
: PRINT INK 4:AT 1 0 , 1 0 ;" ANOTHER 
GAME (V/N> Jl : INPUT ,i4: 1 F J*»'"y 
" THEN 00 TO 5 
150 STOP 

155 PRINT AT 11,11: PAPER 1; FL 
ASH 1;"WELL DONE'": FOR i=l TO 4 
0: BEEP .01,i: NEXT i: LET 5C=3C 
+500 S PRINT AT 0,6;sc:: LET If?: 

LET k=5! LET y=Qs GO TO 10 

ItO LET u*=" ": LET t*=u+: 

IF ler«l THEN LET rl^" C 
"1 RETURN 

165 MP le=2 THEN LET r*-"" 

LC": RETURN 

170 BORDER O: PAPER Oi INK /: & 
R I G H T 1 : C L S : FOK E 2 3,V 7 . 24 9 : 8 
O SUB 160 

175 PRINT AT U; INK 6; "SCORE. 
INK 7;sn; 7NK 4; AT O, 10;"CQPV 
RIGHT 19B4";AT 2,9; INK J:j "PRDH I 



CT10N LINE"; INK *; f ,T m , :• 7 . ■■ Ml. N 

"; iW 7;li : LET x*="t±J..U &feM 
KhjL" 

176 PRINT Jtl: INK 4; WR143H7 1; 
PAPER Oi R'Y PAOL STOCKLEY 

ISO RESTORE LET H5#i L? I N 

j:<6>: FOR i = l TQ 6: REAL' : ( w : N 
E= jfT iS LET ,dt*- M liH": LET b^w-^'f 

LET c*-" " 

185 RESTORE 999B: DIM <:(4>: FOR 
i= : l TO 4 J READ l ti 1 : NEXT 1 
190 PRINT II'U I J PAPER !i;AT L t 1 
4; "MMMM" ; AT la. I >. : " ITMM NMMMMMM ' ' : t 
T ^1. I-I-j " M HU M MM H 3 I/sW- RiKLK / 

6 A I S , 1 1 ; " MM " ; A T Ei , J 9 : " MM " I AT 11 
I; O ; " MMM" ; AT 1 1 , 29 ; M ,M?lM a ' 

195 PR I NT I NK 1 ; A T "h^ c '* l.i*'. TO 1 
1 > : A T 6 . 21 J H* ( ID 11.) ; AT 1 1 . J 3a " 
1 1L iLLi ,K. " ; AT l i , O n ' 1 KJ^LLtih M :| AT 
6; " KKKKKK " ; INK *; AT 21.0s 10 
13 J f AT 21 , 19; * i TO 13 > 
2i;iO PR I NT 01 J ib , ' j ^ - J_ M ; AT 16, 1 1 : 
"I_":AT 16,1-0; '■ J": AT 16, 26; " J_" ; AT 
11 ,4-b »AT 11. -:27s 'X"' 

F- IHK TIJ H: PRINT £Mf. 4; A 

T 1 ^fls "_L_ M :A1 1 , '"L_": AT T,+5 l 14r 
"j_ " ; AT 1 +5 . 1 7 : "J./' : A ! 1 +5 . 3 ; ; A 
T 1 + 5, 2Fl! "L.": AT I kR>, 12s "LV' i AT i 
+IO, 19; "L"; NEXT 1 

2l\Jsl NK 6: PRINT AT 10 , IS; ' Lp " ; 
AT 20, 1 3 ; '"CD " ? AT 2^0 . 1 7 ; ; " FOR 

1* 19 1 U IS" STEP -1: PRINT AT i, 
13:^t*?AT i,17;at;AI i-10,15;aiti 
NEXT L : PRINT Al /, 15;"EF M ;Ar 17 
,13; "EF " ; AT 17.1 "EF '' 

^L'ft LW 7 1 PRINT lit $j:fT, ^Pft* 
P^" ; A T Si, (Sftj ; AT 7,13;" R_" ; AT 7. 
J $| "J3 " ! A I I 7 . O.; " iv " ; hT 1 "^Z-O; ^ ; 
AT <?, 1 1 ? ci* ! AT 19; 

216 PRINT ttO.^AT 0; INK 1; F ^i- 
EP 5; ' ' MNNMrlUM MMNM MMNMtlM MHNMMNMMH 
MMNMMM " 

?20 RETURN 

WSk LET '^3l LET L£ 1 li=.:i: 

LET le=l; LET •-•c--Vi LEI ubj^O: 
RETURN 

1000 PRINT AT !:• - 1 , y ; CHR+ ''I; AT =; 
.y:CH^:i 1^9 "j At : -H • /; ChR* I t»~n L 
ET FOR TO 3: NE^T q; 

E€EF OtlT 254,;:: IF SCREEN 

* OH-l.V.'="" rHt'N 60 TO iO.\'> 
l f >10 GO TO 1000 

1$%Q PRINT AT h 1 . " ": FOR a=Z 

0 TO 50: PR TNT INI. fa PAPER 2 ; AT 
x.vj OVER l;r:HR"». e)X BEC-:P .003,1 

: NEXT ai PRji^T Al t\ ♦ y; " M 
1030 LET 1 i=l PF?TN>" AT 

111 IF 1 1=0 THEN PRINT AT 1 0. 1 J : 
INK 2 5 PAPER A; Cft§H 1 ; "GAME □ 
VER " : GO TO 143 

1 040 GO SUB I a," : Pf: I N r AT - 1 , y ; 
1 ";'i7 ■/: LET x-^: LET y- L 



: PRINT Ai !,,!.); " 

20 : 

9990 DATA -i , 0,0, 1 
9999 DATA 1,1.1,-1 



": GO TO 
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tsssmE £9.95 
«*~**, DSK £14.95 



U.S. Gold Ltd., Unit 10, The Parkway 
Industrial Centre, Heneage Street, 
Birmingham B7 1LY. Tel : 021-359 3020. 



Alhraly.kniiginariiw 
alternative to rockftU 
and bombs. You r Oral b- 

builds tQu apM.foi 
enem lesknock them 
down. Quick re n B*e&. 
rntelltgeitce Ifld strategy 
am a mist. 



CcniFTndofe 



MS Atari. 



One of the molt 
challenging a reads 
dim** available' 
Incredible 3-D 
dlageflaNy tcrolllrtg 
screen. super sound 
all Ingres detail. 



Cornmodere M. 



Exciting 3^0 tcliOn' 
The moal rtaUsltC polrtl 
of-ifli w game you V* 
I ayed N avlga te 
jh Bstsroid belts 
dejlroy iriemy ships 
end more? 

=fc-. 





Da^Ung Graphics aJi" 
Unique MulUp," " Ration 
^"Pjepiayer Options 



Atari Disk and Cassette ^ £995 _ 

£14.95 WH Wmi 

ffl^ r^fny? t..r**' 





WWieet. Birmingtem B7 41 y ' nt,LJSt ** Centre 
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The White Wizards words of wisdom for adventure lovers 



HUMANITY UP A GUM-TREE 



This month's Adventureworld is 
really something special. Not only 
have we got five pages and a great 
competition, but we've also got reviews 
of no less than NINE games, of which 
more than half are really hot stuff. 

So, let's not beat about the Balrogs, 
we ll go straight in at the deep end with 
Upper Gumtret from Richard Shep- 
herd Software. This is their latest release 
for the Commodore 64, soon to be 
converted onto the Spectrum as well. 
The company have already scored sever- 
al hits with adventures, including games 
like Urban Upstart, Espionage Island, 
and Inferno. 

Peter Cooke, who programs most of 
Richard Shepherd's games, has a thing 
about places you want to get out of. 
Scarthurpe in Urban Upstart was the 
sort of town that made Neasden look 
like Monte Carlo, and Inferno was... 
well, not exactly the sort of place you'd 
go for a holiday. Now he's come up with 
Upper Gumtrce, the most boring place 
in the known Universe 1 . He's also come 
up with a very enjoyable game. 

Apart from being hell -on -earth, Up- 
per Gumtree is also the setting for your 
attempts to foil Professor Blowitovitz' 



♦ Thi; rope bridge from 
The J ewe9 of Bo by fori 



V 



efforts to take over the world. Accompa- 
nied by Emma and Wally, you have to 
unravel the plot and save humanity. 

The game features split-screen 
graphics which can be turned off if you 
want to move around quickly. The pic- 
tures aren't wildly exciting, but they're 
good enough to add something to the 
game rather than just be a nuisance. The 
infamous Commodore 64 split-screen 
glitch is there unfortunately, as evi- 
denced by a slight flicker where the text 
and graphics screens meet. To make up 
for that minor shortcoming, there's 
what seems to be a large vocabulary t and 




generally this is a very player-friendly 
game. 

The game is a considerable advance 
on Urban Upstart and even on Inferno 
- there's a real-time element, and if you 
don't enter a command for about 30 
seconds the screen flashes up You wait' 
in Hobbit style, Emma also shows Thor- 
in tendencies by occasionally saying, 
'We're wasting time! ' if you hang around 
too long. 

Wally, another independent compan- 
ion of yours, is something of a pain in 
the neck. He has a habit of picking 
things up just before you can get your 
hands on them, and then refusing to part 
with them, making excuses like \ found 
them first! ' I'm still trying to get a pair of 
gloves from him that I think are essen- 
tial to solving the game! 

He's also a violent individual. I hit 
him once as a just reward (I thought) for 
refusing to give me the gloves, whereup- 
on he killed me instantly. You have been 
warned. Emma is far more peaceable, 
and also seems to do more wandering 
about, 

There are quite a few puzzles to solve 
here. For the most part they're logical 
and the game is all the better for this. 



% f ivd lime iodc flash 
in SuToku! 
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From the producers of the highly successful 

MYSTERY OF MUNROE MANOR, two GREAT NEW GRAPH! 
ADVENTURES for the CBM64 ... . 



Nuclear War-Games 
£8.50 

MASTA, the NORAD Defence Computer, is playing his games you can 

save the World from total destruction by overcoming all the obstacles in 
your way and finally inserting the correct code into MASTA to stop the 
countdown. 

Competition — £ 1 50 cheque for the 1 st correct answer in the post. See 
cassette inlay for details. 

Search For King 

Solomons Mines £9.95 

From the banks of the Zambesi, through the Jungte into the Tallawasi 
Mountains you search for King Solomons Mines in this superb epic graphic 
adventure. Two loads, 84K of memory and 3 levels of difficulty for 
beginners and Jungle Jim types! 

^Competition — £ 1 50 cheque for the 1 st correct answer in the post. See % 
cassette inlay for details. 



Available at all good computer shops or direct from us. No extra charge for 
postage/package fn UK. Overseas customer's please add 75p for each tape. 



SEVERN SOFTWARE 

1 5 HIGH ST, LYDNEY, GLOS GL1 5 5DP 
Tel: 0594/43352 
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and the game is all the better for this 
There arc, however, one or two places 
where you can be killed without warn- 
ing, which J think is a pity as you then 
have to start all over again unless you've 
saved your position. 

You'll encounter people like Farmer 
Giles, who will happily murder you for 
examining his tomatoes, and Mrs 
•Shuttle, who will condemn you to a fete 
worse than death (but rather more 
usef u J )- endless cups of tea, 

Upper Gum tree is a worthy addition 
to the legendary White Wizard Collec- 
tion. Sadly, Richard Shepherd Software 
have been devoting rather more time to 
business and utility programs recently, 
but I hope that we won't have to wait 
too long be lore they bring out their next 
adventure, 

Jewels of Babylon 

If you think the screen -dump of the 
bridge on the opening page of Ad ven- 
ture world is impressive, then check out 
Jeweis of Babylon from Interceptor, 
because there arc plenty more where 
that came from. Ever since Heroes of 
Karri the company seem to have made a 
point of including high-quality graphics 
in their games, and this one is no 
exception. 

At the beginning of the game you find 
yourself in a boat moored a short dis- 
tance from a tropical island. To get into 
the adventure proper you must enter 
your rowing boat, row north, and on 
landing at the island your adventure 
begins. Nut all the locations have 
graphics, but those that do are beautiful- 
ly depicted. Your objective is to explore 
the island, find the treasure, and return 
to your ship. 

The cassette cover gives you the im- 
pression that the program will under- 
hand 'standard English', but this is not 
the case. Here f s a Typical sequence from 



Computer: You can see: a smooth 
vertical slab of rock. 

Player: Examine roek. 

Computer: Please rephrase that 

Player: Examine s]ab 

Computer: 1 don 1 ! know the word 
'slab' 

Player Look rock 

Computer; Please rephrase that. 

...and so on. The moral is that just 
because a program 'makes full use of 
nouns, verbs, adjectives, adverbs, and 
prepositions' (as this one claims to do) 
doesn't mean it's going to be any easier 
to get a long with. 

Other niggles about this game include 
random death, where the player gets 
killed off by poisonous spiders falling 
from above without warning, and very 
scanty location descriptions, though 1 
suppose the graphics make up for the 
last shortcoming. 

Perhaps 1 was just having a bad day, 
but I didn't find jewels of Babylon an 
easy game by any means. Even the maze 



had tnc foxed for quite a while, since 
there aren't an enormous amount of 
objects for you to collect and then use to 
drop and mark your position. 1 kept 
ending up in a native village at supper 
time, only to find out that it was guess- 
who on the menu. 

As a result 1 m determined to get back 
to this game and crack it. so I have to 
admit that, for me anyway, it possesses 
addictive qualities. 

The game boasts over 100 locations, 
so there's going to be quite a bit of 
exploring going on in the Wizard's cave 



Valkyrie 17 

Roth Artie and Richard Shepherd are 
well-known figures on the adventure 
scene, but this month is unusual be- 
cause it not only sees the birth of a new 
software company, but one that has 
managed to bring out a very good 
adventure as its first release, If you 
haven't managed to get hold of Valkyrie 



almost an industry standard since The 
Hobbit. The graphics draw quickly and 
apart from being attractively designed 
also contain important clues to help you 
in your task. Not all objects present in 
eaeh location arc mentioned in the text, 
so close examination of the pictures is 
essentia]. 

Input for the most part is two -word 
only, but you'll occasionally need to 
enter something a wee bit more complex 
and if you get it right the program will 
accept it. My only gripe here is that the 
game doesn't tell you which word it s 
having difficulty with, but there's a 
decent vocabulary so this isn't too much 
of a problem. The program highlights 
your inputs in an attractively re- 
designed character set. and the display 
as a whole is beautifully presented. 

What really makes this game is the 
degree of realism involved. You start off 
in a hotel from which you must escape 
without paying your bilk This in itself 
involves careful exploration of the 
building and although there are only 
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J 7 from Ram lam then 1 recommend that 
you do so - it's an excellently presented, 
well thought-out, text -and -graph ics 
program available for both the Spec- 
trum and Commodore 64 and distri- 
buted by Palace Soft ware. 

The game conies with a short booklet 
and die-cast metal badge. The tape has 
an audio irack on one side that features 
some rather obscure phone-calls from 
an agent on the trail of a dangerous 
secrel organisation (called Valkyrie 17- 
hc nee the name of the game). The last 
phone call is cut short by what sounds 
like a gun shot. 

Under normal circumstances that sort 
of introduction would be all the persua- 
sion I d need to give Valkyrie 17 a wide 
berth, but being an intrepid Wizard I 
loaded up the game and set off in an 
attempt to save the planet from world 
domination and revenge the death of my 
fellow agent. 

The game is in the usual split-screen 
format that seems to have become 



about 15 locations here you II find an 
awful lot to do, 

Once you've got out of the hotel, you 
find yourself confronted by the prob- 
lems of deep snow, treacherous ski runs, 
and the need to find a couple of objects 
that appear only in the pictures and not 
in the text. Unfortunately you won't gel 
any further without these, and although 
you can see them on the screen it may 
not be immediately obvious to everyone 
what to call them. 

There are apparently over 100 loca- 
tions, but I haven't yet explored all of 
them. Once you make it down the 
ski-alope you arrive in a small town. At 
this point the game shows one of its 
weaker points by killing you off quite 
unjustifiably if you happen to pay too 
much attention to a harmless looking 
fountain. The White Wizard docs not 
believe that a fountain located in (pre- 
sumably) the Swiss alps would bv likely 
to harbour a shoal of man-eating 
piranhas, but... well, need I say more? 
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Apart from little niggles tike this. 
Ram Jam have produced a very enjoy- 
able game thai has me impatiently 
awaiting their next release If you fancy 
dicing with death and checking out the 
true signifience of the phrase 'The Red 
Kipper Flies at Midnight' then pop out 
and f rkter away £9,99 on Valkyrie 17 - 
it 1 s worth every penny 

Eureka 

The White Wizard recently tried his 
hand at Eureka, currently available on 
both the Spectrum and the Commodore 
64. Contrary to popular belief, wizards 
lend to be an impoverished lot, Casting 
spells to change base metals into gold is 
a very tricky business requiring heavy 
investment in special wands and protec- 
tive clothing, so the prospect of winning 
£25.000 had mc polishing my staff in 
eager anticipation. 

Eureka, just in ease you didn't know, 
is a five- part adventure set in different 
time-zones. Your task is to search 
through Pre- History, the Roman 
Empire, Arthurian Britain;. Colditz. and 
the modern Caribbean for five pieces of 
a legendary talisman. Completing the 
talisman finishes the game. 

There is also the small matter of 
£25,000, which goes to the first person 
to telephone a certain number and cJaim 
the prize. The number is concealed 
within the game in the form of various 
tips and clues, either in the text or the 
graphics. 

Well, let's face it, you're statistically 
unlikely to be the winner, so what's it 
like as an adventure? Well, surprise, 
surprise, it isn't too bad at all. The 
program offers scrolling text input with 
(in most locations) some very attractive 
eruphics with some novel and impress- 
ive dissolve routines. 

Unfortunately the vocabulary doesn't 
quite live up to the pictures. Entering 
Get Key 1 gives you the response 'You 
can't do that!' whereas Take key' gets 
you the key and congratulations into the 
bargain. Numerous words that appear 
in the location descriptions are not 
understood, and the program doesn't 
tell you which word it's having trouble 
with, replying simply M don 1 ! under- 
stand 1 . 

This is made more serious by a real- 
time element within the program. While 
you 1 re busy trying to find out what word 
to use you might be drowning or being 
killed and be unable to do anything 
about it. Then, to add insult to injury, 
you must start all over again because 
there's no save routine. 

Apparently the save routine had to be 
omitted because it would have made it 
too easy to break into the program and 
possibly find out the l phone number 
that brings you your life's supply of 
newt's tongues at £25.00 an ounce. 

Getting five games for £15 isn't bad 
value, but don't expect hundreds of 
locations in each one. I do think though 
that some of the modules are quite high 
on atmosphere, and because of the 



different time zones there's an enjoyable 
variety of locations. There's also some 
nice incidental music. 

I still think, though, that I'd have 
preferred a save routine to the very 



The game Peter Pan draws a I! its 
ideas from the book. As with The Hob- 
bit, if you've read the original then you 11 
find yourself able to solve most of the 
puzzles in the adventure without too 
much difficulty. 

The game has one or two unusual 
features, '['he first are the graphics, 
which have some very attractive ani- 
mated features. You'll see shark fins 
cutting through the water, children 
flying, and Indians sending up smoke 
signals amongst other things. Don't get 
too excited, however, since the graphics 
Uakc several thousand years to draw. 

Sadly, the responses to your inputs 
also take a long time in appearing. This 



tsrrt a game that you can play in a hurry. 
Perhaps that's just a well, because there 
aren't a huge number of locations (ab- 
out 40 by my count) for you to explore as 
you wander around Neverland trying to 
defeat the infamous Captain Hook. 

Peter Pan takes place in 'real-time 1 , 
with the program monitoring your in- 
puts and flashing up : You wait...' if you 
dorrt enter anything for a while. Other 
characters, including Wendy, the Lost 
Boys, pirates, Indians, and crocodiles 
wander about at random. 

This is a very competent, though 
somewhat limited, adventure. It's a pity 
about the slow pace, and 1 can't help 
feeling that if you want to a visit the 
Neverland, you're better off reading the 

adventure. 



Tower of Despair 

Another very attractive new release 
for the Spectrum has arrived from 
Games Workshop. Tower 
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1964 was Ihe most exciting year ever for adventure 
players. Games like Twin Kingdom Valley, Heroes 
of Karri, Sherlock, The Hulk, and Return to Eden 
had us (and still have us) glued to our machines 
with no hope, and no desire, of salvation. So 



A GREAT? 




New Machines 

The Amstrad looks tike 
becoming a first -el ass 
adventurers machine. 
Just look at the games 
reviewed this month - of 
six new releases two 
are already available for 
the CPC464. 

Artie. Hewson Consul- 
tants, Channel S. 
Richard Shepherd, Level 
9, Interceptor, and many 
others are all producing 
software for this, new 
machine, as well as con- 
verting classics like 
/ / erves of Karn and Fan- 
tasia Diamond. If you're 
looking for a new 
machine and want to 
play adventures, then the 
Amstrad seems to be an 
excellent bet. 

EvlSX is expected to 
have a big impact on the 
home market, but so far 
software has been very 
slow to materialise for it. 
Interceptor arc currently 
planning some titles for 



the series, but it may be 
some time before we see 
enough games to make it 
a worthwhile purchase 
for the adventurer. 

The Enterprise sounds 
like an adventurers 
dream, but whether the 
dream will ever become a 
reality is another matter 
altogether. So too the 
QL, for which only a 
couple of adventures 
(from Talent) have 
appeared. 

With its potential for 
mu I ti -tasking and large 
memory this ought to be 
ihe machine to watch for 
state-of-the-art games, 
but we arc still waiting 
for someone to take up 
the challenge. 

New games... 

The Hob bit changed the 
face of adventures when 
it was released in 1983, 
and its influence was 
seen throughout 1984, 
with sp] it-screen 



lies, interactive 
characters, and complex 
input becoming more 
and more evident in 
newly-released prog- 
rams. 

But 1984 also brought 
us The Lords of Mid- 
night, the 'joystick* 
adventure {Zim Sala 
Bim, from Melbourne 
House), increasing num- 
bers of so-called 'arcade 
adventures', and - signi- 
ficantly- the first Level 9 
games with gra ph i cs. 

Here are some of the 
goodies to come in 
1985... 

Bug Byte, producers of 
Twin Kingdom Valley, 
are hard at work on the 
sequel, called Valley of 
the Source. Adventurers 
will be able to trace the 
source of the river of gold 
that appears in TKV 
when the game is re- 
leased sometime around 
March'. 

Channel 8. producers 
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has a woefully unoriginal plot, but is 
excellently presented, has a large Voca- 
bulary, and comes nicely packaged with 
a booklet complete with illustrations. 
As Keeper of the Silver Gauntlet and 
Wielder of Flameboit you must rid the 
land of the evil Mai nor. Here yet again 
wi have a super-baddie, who controls 
some awesome source of power (in this 
case the Ring of Skulls) and who must 
be. defeated by yours truly, armed with 
some equally legendary artefact. 

If it all sounds too like the Lord ot the 
Rings you 1 re right, but to give Tower of 
Despair its due, the accompanying 
blurb is excellently written and the game 
is very high on excitement 

Although the imaginative scope of 
this game is enormous, the adventure 
itself is not so complex. There are one or 
two very difficult puzzles, not all of 
which seem to have logical solutions. A 
group of winged nasties, for example, 
will follow you and tear you to pieces if 
you go in one direction, but are rapidly 
left behind if you go in another. 

Puzzles like this sometimes assume 
monumental significance, because tins 
is one of those games where you some- 
times can't explore any further until 
you've got past someone or something 
that's blocking your way. 

Nevertheless. Tower of Despair is a 
gripping adventure, deserving a place in 
fan's collection. 



The Wizard's Mailbag 



THE WHITE WIZARD received adup! icated 
letter from a Mr Neil Mojito this month; Us 
Wizards being a somewhat snobbish lot, I 
was itictiiiud to dismiss this epistle as being 
imworthy »f my attention. After all a DUPLI- 
CATED letter - by the beard oi Belboz. don t 
1 deserve a more personal communica- 
tion??? 

After despatching a flock of in an. -eating 
harpies to scour the planet tor the luckless 
Neil, I decided that perhaps I was being a bit 
over the top. In fact, 1 found myself positively 
warming to the aforesaid Mr Monro as he 
described his problems at the very beginning 
of Level 9's latest hlockbuster. As some of 
you may know, unless you're very crafty you 
will find yourself being roasted by Snowball's 
engines within seconds of starting the game. 

I can't help feeling that this is a pity, 
because once you get past the first stage the 
game is so very en |oy able. So, if you are stuck 
at this point. I feci perfectly justified in 
spilling a few of the beans. Check out this 
month's Help Grid for further details. 

Rob West lake Stephen Mc Lei sir and 
Chris i>yke write in crowing about their 
recent joint victory over the perils of Urban 
Upstart from Richard Shepherd. This game 
seems to be standing the test of time very 
well, being humorous, attractively presented, 
and quite challenging all at once. 



EAR FOR ADVENTURE 




of the M y steri ous Adven- 
tures range, have several 
new games planned for 
early in the year, includ- 
ing a new range for the 
Arnstrad in the spring. 

Hcwson Consultants 
wall be bringing out a 
follow-up to Avaion in 
March The game uses 
similar joystick controls, 
but boasts a completely 
different, and expanded, 
setting, featuring stone 
circles, ley lines, and the 
Saxon invasion. 

Melbourne House 
have started work on 
their most ambitious pro- 
ject to date -The Lord of 
the Rings The adventure 
will come, like the book, 
in three parts and the 
company hope to release 
it late in L985 7 . Mean- 
while their latest game, 
Castle of Terror {A 
Dracula- in spired 
graphics adventure) 
should be entering the 
shops as you read this. 



Artie have three more 
games in the pipeline, all 
with graphics Details 
have yet to emerge, but 
this company are always 
good value. 

CDS are likely to score 
a big hit with adventurers 
over the next year. 
They've bought the rights 
to Castle Rlackstar and 
its successor, Pyramid of 
the Su?i. Blackstar is a 
text-only game in the 
grand tradition of Clas- 
sic Adventure and much 
impressed the White 
Wizard when he first saw 
it earlier this year, but 
Pyramid of the Sun 
sounds even more excit- 
ing, 

Mark Sheppard, one of 
the programmers of the 
series, tells me that the 
game is set in Egypt, 
makes a lot of use of 
Egyptian mythology, and 
will be second only to the 
legendary Infocom 
games in its ability to 



understand English in- 
puts. That's quite a claim, 
and if the program lives 
up to it then it'll be solid 
gold for adventurers at 
only £6,95. 

Castle Black afar is 
available on the BBC, 
Speetrurn, Commodore 
64, and Dragon, and an 
Arnstrad version may fol- 
low later. 

Last of all. there's one 
company who WONT 
be bringing out any more 
adventure games. Soft- 
ware Projects disting- 
uished themselves in 
1984 by bringing out Le- 
gion, a game in which 
you could go Up but not 
back Down. It comes as 
no surprise then to be 
told by a spokeswoman 
for the company that; 
"Unfortunately we don't 
still publish Legion, and 
we won't be doing any 
more adventure games.' 
So there you arc.,. 



Messrs Westlake, McLeish, and Dyke in 
dude a complete solution to the game in their 
letter, but wonder whether there is a football 
pitch somewhere (hat they didn't find. To the 
best of my knowledge, the closest you can get 
to the pitch is just outside it, where you meet 
the football fan, but perhaps other adventur- 
ers can prove me wrong 

Brad Owen writes in requesting help on no 
less than eight games, but forgot to include 
his address, Are yuu there, Brad? Please 
communicate further . . , 

The Cave of Solitude is still beiny flooded 
out with letters from players of Lords of 
Midnight. Most notable by far of these is Mr 
(VJ Sutherland eif Bearsdctt, Glasgow. He 
begins his letter. To that famous Conjurer 
and Seer, White Wizard . . . The harpies are 
on their way Mr Sutherland, give them a cold 
sausage and they 'J! reward you with a signed 
photo of yours truly and a display of aeroba- 
tics {don't forget to tip them, or else. . .). 

Mr Sutherland mentions the various ways 
of destroying the lee Crown, which would be 
some assistance to Ian |oncs who sent in a 
long description of every move he made 
during 36 game-days{!!J, ending up with the 
Ice Crow n but not the faintest idea of what to 
do with it Try taking it to Lake Mirron and 
pressing the 'Night* key. Ian. Also, try seeking 
a little more guidance at the Towers. 



Christmas tips 

Use the Clue Code at the end of each 
problem to identify a square on the grid. 
Starting at that position, read even- 
second letter until you have a complete 
sentence. When you reach the end of a 
row, go back to the beginning ot the 
next line and carry on. 

L Can't escape from Snowball's en- 
gines in Return to Eden? (Clue Code 
A I j 

2 Can't hang on to the Bio-Gem in 
The Hulk. Bear this in mind. . (Clue 
Code A2). 

% Escape is vital at the beginning of 
Artie's Eye of Bain. . and you'll also 
need the pole later on in the game. If 
you're stuck. 



(Clue Code 12), 
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Adventure world 




HERE'S OUR latest Helpline. You can use 
this column to offer assistance to other 
readers, ask tor help if you're siuck, and in 
doing so make friends with readers in 
Britain and abroad. 

Send your name, address, and the name of 
your computer on a postcard, indicating the 
game and problem you are stuck on. to 
Adventure Helpline, Personat Computer 
Games, 62 Oxford Street, London WlA 
2I1C. In order to fit as many people in as 
possible, in future issues we wilJ only be able 
to give space for one problem per reader. You 
may of course still offer help on as many 
games as you are qualified to do so. 

You can include your telephone number, 
but you must bear in mind thai you may 
receive many calls. 

finally, don't forget to include a stamped, 
addressed envelope if you need a reply from 
another reader. 

Help offered 

A valon (Spectrum) 

Contact: Martin Ford, Gerreg Wen r Lla- 
narthney, Carmarthen, Dyfed, SA328JR 

Aittc Tomb Adventure, Snowball \ 
Hobbit,Hulk 

Contact: T Styles, 28 Hamsterty Road. 
Salter? i^ne Estate, Stockton-on-Tees. 
Cleveland, TS 19 SAT 



Attention all Spectrum own- 
ersf Here's a great opportun- 
ity to walk away with a free 
Microdrive plus interface, or 
- for 20 lucky runners up, copies of two 
new games for your machine, 

Hitl-MacGibbon have just brought 
oat a range of games inducting two 
graphic adventures, Aztec and Kim 
Arthufs Quest The games are excel- 
lently presented, and combine numer* 
ous locations to explore and puzzles to 
solve with the case of single-key input. 
They were programmed by Five Ways 
Software, who also produced the Lone 
Wolf series reviewed in December's 
Ad venture world. 

Now for the competition, and it really 
couldn't be easier All you have to do is 
complete the following riddle using no 
more than 20 words: 

Q 

A- 

W 4 ^. , 



....... .., ,, 



■ _■ fc n ■ - r ■ r r 



{20 words max), 

Copy your completed riddle onto a 
postcard, together with your name and 
address, and send it to: Hill MacGibbon 
Competition, Personal Computer 
Games, 62 Oxford Street, LONDON 
WIA2HG. 

The funniest answer wins the first 
prize of a Sinclair Microdrive plus Inter- 
face 1, and the 20 ninncrs-up will each 
receive a copy of Aztec arid a copy of 
King Arthur's Quest. So, come on - 
prove to us all that you've got a sense of 
humour and win yourself some great 
prizes! 
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Golden Apples of Zeus, Adventure- 
tend, Pirate Cove, Mission Impossible, 
Voodoo Castle, Count Nosferatu, 
Quest of Men-avid, Earthquake, Cast 
temazc 

Contact: Stephen Bowes, 104 Western 
Road f Goole,DN14 6KD 

(On the Dragon) Shenanigans. Sea 
Quest; (On the CRM 64) Quest of 
Merravid, Heroes of Karn, plus 
on Erik the Viking 

Contact' Tony Tread we II, 41 Fernhill 
Road, Rcgbroue, Oxford OX5 1RR Tel: 
08675 6670 

Colossal Adventure, Dungeon Adven- 
ture, Lords of Time, Snowball, Hobbit 

Contact: Philip Chan, 7 Rush mead 
Close. Canterbury, Kent, CT2 7RP. Tel: 



HaIh . i. - — ML J 

it* i p wnnrea 

Pyramid (Vie 20) 

I am stuck in the dusty eellar. 

Stephen Bowes, 104 Western Road. 

Goofe, North Humbersidc. DN14 6RD 

Hobbit (Spectrum) 

How can 1 get past the bulbous eye, 
having collected the treasure and defe- 
ated Smaug? 



Win a microdrive! 



Mike Gardner, Birch Hall. Theydon 
Bojs r Essex,CIVU6 7DR 

Ghost Town (Spectrum) 
How do I find the map and examine it? 
R | iteale, 33 Sutton Lane, Shrewsbury, 
SY3 7QQ 

Hobbit (Spectrum) 

How do I defeat the vicious warg in the 
elvcn king's dungeon? 
D Webb, 6 River Drive, Fadiham, Burn- 
ley, Lanes BB12 8SE 

Catacombs [CWMt>4i 

How do you get through the ordinary 

looking door (first location)? 

Neil Baker, 1 14 Belmont Road, Harrow 

Weald, Middlesex H A3 7 PR 

Quest for the Holy Grail 

says nic? ^ p "B 

Bryn Lucas f 1 7 ma H wood Road. Col- 

Cias$ic Adventure (CBM 64) 
How d o we get pa st th l» snake? 
Edward Webb, 3 Montgomery Walk 
WakTloovilh-. HmnpshircPO/.TI'D 

Heroes of Karn 
How do J kill the bats? 
Philip Chan, 7 Rush mead 
terbury, KentCT2 7RP 




UJVri? in the Wilderness. It's rather Mtfdk" 
and c$\d h&re , I can just maVe du-t 
TXlorqana' s sastt^ dWtf the Yorest aver to 
the njrtta- east. 



King Arthur's Q uest and Aztec are b at h 
highly original in their presentation. The 
graphics display shows your view ahead, with 
each 3 oeatio n that you can move to 
represented by a square on a grid. Landscape 
features such as trees, lakes, towers etc are 
visible front a distance but smaller objects are 
on ly visible wh en you >e act ua I ly on t he 
square tn which they are to be found. 

You can move about using single-key 
inputs for Turn Left, Right, and Move 
Forwa rd . There are al so co m nn a n d s t o enab te 
you to pick up, drop, and use objects, plus a 
Cast Spell command. 

King A rth ur'sQu est has yo u try i ng to 
defeat the evil witch Morgana. Aztec presents 



a rather meatier challenge; when you wake 
up to find that the sun has disappeared along 
with all the other members of your village. 
Both games feature real time' elements; in 
King Arthur's Quest, for example, night 
follows day as you move about, and your 
energy runs down steadily. 

The White Wizard's only slight reservation 
about these programs is that the ease of 
control prompts you to move about faster 
than the program cart keep up - after ail, it 
h as to redraw th e grap hi cs every ti me you 
cha nge. location . This will only deter t he 
impatient player, however, and with upwards 
of 800 location squares in each game, inosl 
players should be 



JANUARY 1985 



AT LAST MICROMEGA KINGS OF 
SPECTRUM GAMES BRING THEIR 
QUALITY TO THE COMMODORE 64. 




meufl 




Available through 
good computer 
stores everywhere 

{8.95 



Free (he golden city 
from the clutches of 
the wicked AM. 
Battle his guardian 
devils, force entry 
to Itie palace . 
reveal the magic jar 
and finally do Me 
with rihe genie 
himsell! A unique 




CBM 64 Tape £6.99 
AWfflMATTER SPLA1 



CBM 64 Tape £6.99 
Tap«£2.99 



CSM 64 Tape £6.39 



CBM 64 Tape E6.99 




Top quality programs available 
from all good retail outlets or direct from: 

Bubble Bus Software 

87 High Street 
Toobi1dge 
Kent TN9 1RX 
Telephone: 0732 355962 
Telex: 95151 




How to teach your Micro 

a thing or two 



Thousands of home computer owners have yet 
to discover their microcomputer's potential to help 
with many of the problems and decisions that come 
up every day in the home or office. 

Perhaps you have always promised yourself that 
you wouid teach yourself programming, but have 
been put off by manuals which seem to assume a 
lifetime spent studying computer science and 
mathematics, Maybe you have looked at other 
computer books, but have yet to find one which is 
free of unnecessary jargon or where the program 
examples bear some relevance to real life and not 
spaee invaders. 

Relax, your search is over 

The 1 1. earn EiASIC uitoriah from Logic 3 are 
the latest development of a teaching me: hod 
pioneered by Professor Andrew Colin and perfected 



by testing on 3 generations of students at Strathclyde 
i. niversity. The 'Strathclyde Method' has been 
translated into 8 languages and used by over 300.000 
microcomputer users, 

'Learn BASIC* is a jargon free, step by step, 
course in computer programming, which explains 
everything clearly in English, not computer talk. In a 
matter of hours you will be writing your first 
programs, 

'Learn BASIC is designed for people who want 
to keep abreast of the computer age, for people who 
realise that understanding computers is a key to 
future success at work, al school, and as a parent. 

Get 'Learn BASIC and teach your micro how 
to be useful! (Available from major branches of 
\V,H, Smiths, Boots, Laskys, Greens. John Menzies 
and better computer shops nationwide.) 



4)1 

Please send me more information about J have a:- 

voun- 

g Sinclair Spectrum □ 

'Learn HAS EC tutorials □ A Commodore 64 □ 

Logic 3 Spectrum Club □ Acorn Electron □ 

Logic 3 Commodore Club □ fl j^k BBC Microcomputer □ 

(M and VIC owners only) jj Dragon □ 

Name . m^M Address 

Mil • < K CAPITALS PI I -\S( i ■P*^I^P^ 

LOGIC 3 

To Logic 3 Ltd,, f-REEPOST, Mountbatien House, Victoria Street, Windsor SL4 1HE 





if you Ve ever wondered hew it 
feels to be Eddie Kidd , , . defying 
danger and gravity, soaring on a 
motor-bike over a long line of cars 
. . . here's your chance to find outf 

This fabulous new game - 
Jump ChaJtenge - has been 
produced for you by Martecrr, 
with a lot of help from Eddfe 
himself. 

At the age of 12, Eddie Kidd 
was Jumping over oil barrels on a 
bicycle, At IB, he shattered the 
world record with his astounding 
leapof 190 feet -clearing 14 
double -decker buses. Can you 
match his skin, courage, control 
and ice-cool nerve? Jump Challenge 
will show how you compare with the 
King of MotoKyde Stunts! 



mottech 



Martech is the registered trade mark of Software Communications Limited 
Mertech House, Bay Terrace, Pevensey Bay, East Sussex BN24 6EE axxzm 
TRAJDE ENQUIRIES WELCOM E. PHONE; {0323) 768456 TELEX: 87465 EXlM Brighton Fv ^ 
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Beach-head hi-score claims tested in PCG's secret room 




Two five-star, battle-scarred Gener- 
als assumed command in this 
month's Challenge Chamber. 
Veterans of many an amphibious land- 
ing. Richard Murphy. 12, of Fleet in 
Hampshire and 14 -year-old James 
Stevenson of Purley entered the Cham- 
ber to test Iheir military skills on the 
Spectrum version of Beach -head from 
US Gold. 

Both of these strategists have owned 
Spectrums for over two years and are 
seasoned games campaigners, James, in 
fact, has been decorated with a DSO 
with bar for his great courage in putting 
up with faulty machines: he's had to 
return six Spectrums in those two years 



due to faults of one kind or a not her. 

ft didn't stop him though. He first got 
hooked on Manic Miner and he's never 
looked back. Other games he's keen on 
include the Ultimate games, especially 
Lunar Jetman. 

Richard, too, is an Ultimate fan and 
can find his way out of Sabre Wulf in a 
nifty seven minutes or so. Unlike James 
he enjoys playing adventures - he's 
even solved Level 9's Colossal Advert- 
no mean feat. 



Fearsome 

Generals fames and Richard both had 
scores of around 126,000 on Beach- 
head, the game in which you have to 
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guide your forces from sea 
victory. 

So, into the Chamber they went for a 
challenge more fearsome than anything 
the Pentagon s war games simulations 
can offer. 

Seated at their respective Spectrums 
James and Richard presented the very 
image of calm heroism as they set off on 
the first stage of their Longest Day. 
Their mission - to get their ships 
through the secret passage before estab- 
lishing a beach-head and destroying the 
fortress of Kuhn-Lin 

It's no ordinary pond yon play the 
admiral on: it's infested with mines and 
vicious torpedoes speed across it. Get- 
ting your ships through is a question of 
precision, of stopping and starting at 
exactly the right moment and then 
making a dash for the narrow passage. 

fames had the edge here, somehow 
steering smoothly through the perilous 
waters, Richard kept almost finding a 
watery grave, but generally managed to 
stop within a hair's breadth of disaster 
A reward oi 3D f 000 points came James' 
way when he'd got all his ships safely 
through. Richard followed a few mi- 
nutes later with the same score. 



Ballistics 

The next part of the battle is the 
game's hardest and most exciting sec- 
tion. A degree in ballistics helps, but 
failing that a he 1 1 of a lot of practice will 
do. What you have to do is fire your 
guns at the enemy as their ships float 
across the horizon and their planes 
zoom towards you tn 3D horror. 

Up and down those big guns went, as 
the Generals searched for the correct 
elevation to blast the rascals into obli- 
vion. A tenth of a degree is a matter of 
life and death here, 

James again seemed to be marginally 
more accurate, finding the hostiles 
quicker than Richard and despatching 
them in flashes of brilliant red. After 
vaporising wave after wave of planes 
and then sinking the aircraft carrier, the 
beach-head was established and the 
struggle returned to [and. with Jameson 
66,GQ0 and Richard just a few thousand 
behind. 

Tanks - were they Panzers or Centu- 
rions? - rolled across the muddy and 
heavily fortified battlefield They 
weaved through the minefields and 
swerved to avoid walls, blasting away at 
enemy artil I ery as th ey wen t. 

Casualties 

But it was no picnic. This was war. 
and in war there are casualties. Richard 
got pranged by an enemy gun emplace- 
ment, and the same thing hap pen d to 
James. But once more it was James 
whose firing was the more deadly, and it 
was James who accumulated the points. 

The final stage of Beach head is the 
storming of the fortress of Kuhn-Lin 
itself An enormous hill looms up. A 




_ : gun slowly swings round. You've 
got to get in ten hits before that gun hits 
you - terminally. 

With one more tank than Richard, 
James was in the driving seat. He didn't 
mess up, remaining calm and making 
the most of his advantage. Inexorably 
his last tank advanced, destroying all 
before it. The fortress destroyed, the 
scores showed a victory for James 
Stevenson: 129.000 points to Richard 
Murphy's 118,000. Victory then to 
James, who becomes the first of Beach- 
head's six-star Generals. But Richard 
need not despair. He acquitted himself 
with great bravery 
neverdie. 



MORE MAIL TO 
THE MASTER 

HERE IS the opening of a letter from a 
certain C. Free of BeaconsfieJdr 

Dear Dastardly Chamber Master' 
The Master was stunned to be addres- 
sed in such an ungentlemanly fashion 
Why dastardly? What had the Master 
ever done to C, Free? It s a mystery and 
a disgrace. After such impudence the 
Master does not feel able to print the 
rest of C. Free s letter. 

On the subject of the correct form of 
address for a Chamber Master, wrap 
your voice box around this: 
'Greetings O Chamber Master, Super- 
fluous Being of the whole mega- 
universe.' 

Now hear this, David Baron of 
Lough ton in Essex. The Chamber Mas- 
ter is not suerfluous He is, in fact, very 
necessary. So there. 

David Lowe of Leicester knows bet- 
ter how to address a Chamber Master. 
Unfortunately, Dave thinks his score of 
1^075 on Arabian Nights entitles him 
to call himself 'Lowey the Magnificent . 
Take a look at this month's high scores, 
Dave, and then get back to that 
machine. 

Too many letters about the Interna- 
tional Soccer Knock-out con] petition 
have arrived for all the writers to be 
mentioned. The Master is still ponder- 
ing the possibility of such a rnega- 
chamber event. Discussions are taking 
place with the FA Pcle ; Jimmy Greaves 
and many other important soccer perso- 
nalities. Cv"^— — 



Finally, the Master and his minions 
would like to wish all their readers a 
merry Yuletide. Wherever and whoever 
you arc, the Master hopes that Santa 
fills your stocking with all the games 
you have dreams about Clock up some 
festive high-scores for 1985T 

High-score equality 

Dear Chamber Master, 

You wanted letters from ladies, so here 

you are! 

Yes, you're right, we do enjoy compu- 
ter games but, unlike certain males, our 
ego doesn't need feeding by having our 
names in print. We are content to sit 
here slaving over a hot keyboard with- 
out looking for praise or reward 

However, Pm a firm believer in equal- 
ity of the sexes and feel that if my sons 
wash the dishes 1 should take on some 
of their difficulties. It has taken a lot of 
effort and concentration to think like a 
male, but the next sentence shows how 
successful I have been: PLEASE 
PLEASE, PLEASE. PRINT MY NAME 
FOR MY SUPER PJ PELINE SCORE 1 ' 1 
Sheila Bell, 

North Shields, Ty he and Wear 

The Chamber Master is hugely grati- 
fied to receive this letter - all the more 
so because Sheila goes on to give some 
very shrewd tips on how to high -score 
on Super Pipeline. We hope to be 
printing these soon. 
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The scores to 



ANCIWAL(CBM44) 

+ 6,4 1 0-9(33 Homer Perry, London 
+ 6,179,503 Gary Insley, Derby 

ARABIAN NIGHTS (CUVI 64] 

* 3 1 ,400 Robert Ireland, Prestatyn 

* 29,850 Danid Gilbert. Heathficld, Sussex 

* 24,400 Richard Bakshaw, S. Wirra] 

BEACH-HEAD (CBM 64) 

* 996,000 Paul Aveyard, King's Langlcy 
+ 745.000 Jason Bird, Chelmsford 

* 737,800 PaulToalman, Ripon 



Challenge Chamber 



BEAKT AND THE EGG SNATCH ERS (Spectrum) 

* 40 ; 340 Jain Red dick. KircaJdy, Fife 
+ 29,360 Knstian 
+ 29,120 AlexGra 

BONGO (Vie 30) 

* 11,027,500 Paul Robertshaw^ Hatfield, 

Manchester 
+ 4,176,000 Kevin Pain, Otterbou me 

* 3,132,000 Christopher Wain, Notts 

BOZO'S HIGH! OUT (CBM 64) 

+ 50 Pints Ju lien Lusk, London 

+ 49 Pints Brian Leach, Startmore, Middx, 

CHINESE JUGGLCft {CBM 64} 

+ 193,925 Vaughan Way Lett, Braintree 
+ 183,445 Darren Unless, Frimley Green 

BUZZARD GAIT (Drogon) 

+ 86, ] 00 Derek Liddle, Hartlepool 
CHARIOT RACE (Vk 20} 
+ 7101 Kevin Smith, Twickenham 
CHUCKIE EGG (BBC) 

* 5 , 127 1 1 30 Bi n&h Pate] , Wrexham 

* 4,0i&5 : 670 A I i stair H i ndle, Ki rkcal dy 

* 3,0 74 ,0*0 Ian Cook, 13 rai n tree 

CHUCKIE EGG (Spectrum) 

+ 1 0 338 ,550 H ic hard M azzaferri , A berdeen 
+ 8,079.540 Steven Tay tor, Warrington 

* 6,604,470 Raymond Grahani r 

Birkenhead 

CODE NAME MAT (Spectrum) 

+ 1244 Gary JarvisXatford, London 
+ 1131 Richard Kuban, Wo ki ng 

Dcjrsel 

DEATHCHASE (Spectrum) 

* 514,968 John Dunne, London 

+ 4 18,479 Mark ) ohn ston , Arbroath 
+ 285,898 Mark Erri ngt on, Stanley, Co. 
Durham 

DECATHLON (Activision) (CBM 64) 

+ 13,01,5 Ayham Akcay, Lo nd on 

* 11,892 Jason Lutkjn, Norwich 
+ 11,539 ]mOf\ Fletcher. Dorking 

ENCOUNTER [CBM 64) 

+ 632 ,200 f u [i a n Vcn us. Wi nchester 

* 257.800 Robert Love, Essex 



Chepstow 



FORBIDDEN FOREST (CBM 64} 

* 1.001.08ft Stephen Ciimpbdl. Dumfries 

* 84L401 David Martin, Ramsgate 
+ 837,241 John Kelly, Cast] eford 

FRAK! (BBC) 

* 2,046,900 David BuLtimure. Pembroke 
+ 312350 Jason Robinson, Darlington 





(Vic 20) 

* 744, 1 00 Stephen Toml i n$wn, Asht on 
+ 542,420 Steven Be] I, Barking 

+ 333,790 Paul Matdment, Tilehursl 

GUARDIAN (CBM 64} 

* 255,200 Car] Lyons, Huddersfield 
+ 127,050 Alex Peat. Twickenham 

JAMMIN' (CBM 64] 

* 387,061 Duncan Heath, Norwich 
+ 699,573 Cameron Heath, Norwich 



LOCO (CBM 64} 

* 1,000,000 Paul Harper, FeJpham 

* 594.800 Gary Cuthbcrtson, Newcastle 
+ 577. 220 Alex Green , Maryburgh, 

Scotland 

LUNAR JETNLAN (Spectrum) 

+ 582,520 | ohn Elliott, Falkirk 

+ 3 1 7,8 70 N ic ho tas Rin Ah , Clevedon , A vf i n 

+ 203,3 1 0 Davi d M arri n , Ramsgate 

REVENGE OF THE MUTANT CAMELS [CBM 64) 

+ 2,956,068 Scott Walsh, Batley 

+ 2,600 ,000 An drew Jones. Prestatyn 

+ 2,287,000 Tom Burton .Saxmundham, 



SHfEP IN SPACE (CBM 64) 

+ 2,45O : 000 Tom Burton, Saxmundham, 
Norfolk 

* 1 ,83 1 .352 James Atherton, Sheffield 

* 1,147,000 John Nellis : Birmingham 

SABRE WULT (Spectrum) 

* 6mirts. 45 sees. (50%) lan Law. Aberdeen 

* 6mins. 55 sees. (54%) Trevor Sinkinson, 



STOP THE EXPRESS (Spectrum) 

* 14,730 Jamie Westwood, Brighouse 
+ 12,270 Michael Aherne. Cumbernauld. 



SUPER PIPELINE (CBM 64} 

*■ ], 238 .050 Rodney Bond, Bi I lericay 

* 490.035 SheiEaBell, North Shields 

TORNADO LOW LEVEL (Spectrum) 

* 101,474 Richard Mazzaferri, Aberdc* 

MUSHROOM MANIA (One) 

* 3 75 , 184 Chris Swift, Bradford 

TOTY MINER (mi) 

* 150,885 Richard Hall, Tamworth 

* 48,906 Matthew Gearing. 

Wrington, Avon 

* 30,150 Paul Green ley, Hull 

TRASHMAH (Spectrum) 

+ 27,262 Robert Venn, Reading 

* 27,420 Simon Lowe, HuddersfiyLd 
Robert PotEjek, Buxton 



I OK ~ I II dcfi*c the CHcillciiQ0 







Name 
| Address 




Name 

Address 

Telephone no. (if possible) 

Occupation . X. , 

I confirm that the above claimed score is genuine. 
Signed , 



Signed 



- ■ - - • - pt - pi run 



] 

Post this form to Challenge Chamber, Personal Computer | 
Games, Evelyn House, 62 Oxford Street London WlA [ 
2 KG. 
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REPRINT 
SERVICE 

If you are interested in a particulararticie 
or advertisement in this publication 
you might like to take advantage of our 
special Reprint Service. Let our high quality reprints 
provide an attractive and impressive addition to 
your portfolio of promotional material 



For further details 
and a quotation, 
give us a call today 

Ring 
ROBERT BUGGS 

on 

01-6366890 

Ext. 259 





114 PC GAMES 



JANUARY 1983 



MiKKte 




SOFTWARE & 
DISTRIBUTION 



1 Sandy Road 
Top Floor 
Seaforth 
Liverpool 
L21 4NS 

Teh 051-920 971 3 




PROGRAMMERS 

WE ARE LOOKING FOR TOP QUALITY PROGRAMMES TO MARKET IN THE 
UK AND ABROAD. THE PROGRAMMES MUST BE OF TOP QUALITY AND IN 
MACHINE CODE WITH GOOD GRAPHICS AND SOUNDS AND ORIGINAL 
CONCEPT. WE ARE LOOKING FOR PROGRAMMERS TO CARRY OUT WORK 
ON NEW MACHINES SUCH AS THE C.B.M/16 AMSTRAD AND M.S.X. 
WE CAN SUPPLY THESE MACHINES TO CARRY OUT WORK FOR 
MIRAGE. WE ARE ALSO OFFERING £500 PRIZE FOR THE BEST PROGRAMME 
RECEIVED BY THE END OF FEBRUARY 1985 WHICH WE WILL DECIDE TO 
MARKET. WE OFFER AN OUT RIGHT PAYMENT OR 10% PLUS PAYMENT OR 
20% ROYALTIES. FOR MORE INFORMATION CONTACT THE SOFTWARE 
MANAGER HE WILL BE GLAD TO LISTEN TO ANY QUESTIONS YOU MAY 
HAVE. 

SOFTWARE HOUSES 

WE ARE LOOKING FOR TOP SELLING PROGRAMMES TO DISTRIBUTE TO 
OUR WIDE RANGE OF OUTLETS THROUGHOUT THE UK AND GIVE YOU A 
VERY FAST SERVICE TO HELP WITH YOUR SALES AND TO MAKE THE 
MOST OF YOUR PRODUCTS. SEND A SAMPLE COPY OF YOUR PRODUCTS 
WITH RATES AND TERMS FOR A FAST ASSESMENT FOR MORE 
INFORMATION CONTACT THE SALES MANAGER HE WILL BE GLAD TO HELP 
AND ASSIST YOU. 

DEALERS AND DISTRIBUTERS 

DEALERS WE HAVE THE BEST SELLERS FROM THE BEST PRODUCERS" 
WE ALSO OFFER VERY GOOD RATES AND TERMS TO HELP YOU AND US 
TO ACHIEVE THE BEST SALES AND SERVICE. FOR MORE INFORMATION 
CONTACT THE SALES MANAGER. 

DISTRIBUTERS HAVE YOU GOT THE MIRAGE RANGE ON YOUR 
SHELVES, IF NOT THEN CONTACT THE SALES OFFICE FOR SAMPLES AND 
RATES. 



SALES MANAGER SOFTWARE MANAGER 

T.C. SAPHIER C.A. SAPHIER 

NOTE WE HAVE MQVEDTO MEW PREMISES 
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Please enrol me in the and packing made payable 

National Computer Club ! to Nati ona f Computer Club, 

enclose my cheque/postar RO Box 75 r Holborn, 

order for £5 00 inc. post London EC1M 2HU. 



Name of 
schoor/coiiege 



Please note games are orrry compatible wth Smclau. Commodore and BBCf 




GO 




SPECTRUM 48k 



COMMODORE 64 



Ocean House 6 Central Street Manchester M2 5NS Tel: 06 I 832 6633 
Ocean Software is available frorn^ii good software dealers and selected branches of: 

WQOUNQRTH \\ J[S\H LH. g r AA\^A\l LASKYS Rumbelows and Spettr^n Shops 



TRICKS 'M TACTICS 

PC© tips on high scoring in your favourite games 




TO JOIN THE ELITE 



e has been enthral ling BBC and 
on I 



|| Firs l thing you must get used 
to is the Teel' of flying the Cobra 
Mk-IU. For the first few flights, 
simply fly around and make sure 
you can quickly head in the right 
direction using the radar. I advise 
you to play with the keyboard 
rather than the joystick because 
you have so much more cunt™]. 

B You can t begin to appreciate 
the real depth of this game unti] 
you have fully equipped your 
ship. Obviously this needs credit 
and trading. Tin afraid I cWt 
offer you much advice on Lrading 
because the price of goods vary 
and the galactic chart is so huge. 
The most important thing is to be 
able to choose goods at 
prices and that only comes 
experience. 

I trade almost solely on compu- 
ters but you may find: planets 
which sell alien cargo at lcr or 
whatever, One tip is to stay away 
from narcotics and slaves. They 
attract police vipers and even if 
you are very experienced, it's 
unlikely that you can sur- 



B The order in which you equip 
your ship is important. This de- 
pends on whether you. happen to 
be an expert combateer or 
whether you are a natural trades- 
man. Probably the most impor- 
tant pieces of equipment arc a 
docking computer (this saves a 
considerable amount of time, 
especially on the tape version), 
ECM (you probably won't be able 
to survive long without it) and a 
beam or military laser. Yon might 
be templed to arm yourself with 
right left and rear lasers. Don't. 



Q Once these essentials are 
bought, buy yourself an extra 
energy unit large cargo bay, ener- 
gy bomb and an escape capsule. 
I'm afraid getting to this stage is 






| 9 Super it 


> spate ad it 


Jrl in Elite 
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owners the country over, Shingo Sugiura gives 



rather boring and will simply be a 
matter of you ^anderin^ from 
planet to planet earning credit. It 
just takes time, so be patient and 
don't forget to save the game at 
" r iq ULiit i::UTViils 

B Always have four missiles and 
an energy bomb When more 
than three pirates attack you 
simultaneously, confront them 
with your missiles armed and 
release one as soon as it's locked 
on Arm another missile and start 
blasting with your laser and 
lau nch missiles as requ ired- 

The manoeuvrability of your 
ship is directly proportional to 
your velocity so slow right down 
if you are confronting, say. a 
Thagoid invasion ship releasing 
fiveThargonsa second! 

It is quite possible to destroy 
five or even six pirate ships if you 
stay cool, aim carefully and use 
your missiles wisely, Don't forget 
p to use an energy bomb when 
things looks desperate. Tt 
costs a lot but it's better to survive 
than to save a few credits and be 
dead. 

Escape capsule is another pos- 
sibility but so far. JVC never had 
the chance of actually hitting the 



Q Once you can fly and fight 
effectively, you can either find 
yourself a pair of planets in close 
proximity to each other and just 
trade, or you can explore the 
eight galaxies Jf you want to 
enter the competition organised 
by Acornsoft, it's best to slick to 
the first option but there's no- 
thing more interesting than ex- 
ploring the weird and wonderful 
world of Elite which presents 
many strange things that aren't 
mentioned in the manual For 
example, somewhere in the mid- 
dle of galaxy 1, there's supposed 
to be a ship with a virtually 
: armour. 




BE A BETTER 
DEFENDER 

Richard Pa ley's tips on play- 
ing Alligata's excellent Com- 
modore 64 version of Defen- 
der: The Guardian, 

O literally 'defend' huma- 
noicts. Stick close to them and 
zap those landers. 

H There are big points in savins' 
humanoids! If all is clear, allow 
the lander to take the humanoid, 
then shoot. Catch and replace the 
human oid vertical fy (i.e. go down 
irn mediately) and you've scored 
1,150 points just like that J 

Q Use the scanner: that, and 
your laser are the most important 
tools of a true Guardian. With a 
little practice it should be possi- 
ble to move to the scene of the 
crime quickly and accurately. 
And watch out for mutants and 
swarmers with it. 
Q Zap them puds on wave 2 
upwards! It's definitely wort}) it! 

Q Store up the smart bombs, 
and use them only in dire cir- 
cumstances. Save them for clear 
space when you lose the planet, 
or really bad waves, 
Q l.Wt use hypers pace unless 
you're feeling lucky: 

Woke up, 
Wally! 

If you aren't one of the 300 plus 
Spectrum owners whoVe written 
to us with solutions for Mik- 
rogen's great Pyjamarawa, here's 
some cryptic advice to stop you 
tearing your hair out. 

• Can't get that crash helmet? 
Can't use the driving licence? 
Makes you want to jump out of a 
window in despair. 

• Can't get the scissors? You ve 
gotta stop those library books 
hitting you on the head- 

• Can't reach the balloon? Boy 
do you need help, 

Kong tips 

On the third level of Ocean's 
Kong (4SK Spectrum) climb to 
the top of the first set of platforms 
and wait for a lift. Jump on to it 
and let go of all the keys. You 
should go through the top and 
automatical ly finish the level. 
Rhys Junes, South Glamorgan 



ALL THE WAY ON A 

Robert Ireland has a score of 31.400 on Arabian Nights for the Commodore 64 and claims 
to be the first to have completed this Interceptor game. Here are his father brilliant tips' on 
the last six screens. 



THE CAVE 

Jump on to platform 1 and jump 
again to get the A. jump to plat- 
form 2 and then 3 and wait by the 
ladder until the genie is right 
beside you. Rush up the ladder 
and jump onto the A. FalE down, 
go to platform 4 and jump across 
towards the I. Walk down to 5, 
then to 6, and 1, then jump to 8, 

Wait on platform 8 until the 
genie following you is right by 
platform 6. Jump all the way up to 
the platforms, jump up to 10, 
jump up to get the R, walk off, 
and walk to f. 

From there jump to 1 1, along to 
2, jump to 3 and wait by the 
ladder for the genie. Then do the 
same again, except that when you 
get to 7 walk down to gel the B. 

Jump up onto 8 and up two 
more platforms, then onto 5. 
Jump to get the 1, walk back 
down to 7, |ump up the platforms 



to get to 9, onto 10. jump up and 
onto 12, jump onto the A, and fall 
onto the N. Phew! 

Oh yes \ Beware of the other 
three genies as they can fire in 



THE DESERT 

Fairly easy. Try to stay on the tar 
right to avoid arrows, and beware 
of the other flying carpets. 

THE PALACE WALLS 

Run along and climb up the first 



ladder. Jump across to get the A 
and jump over the guard. To 
jump the guard, however, you 
must get as close to him as possi- 
ble without falling off the w r all. 
Jump across to the big ladder, 
climb all the way up and get the R 
and the A. 

Jump across and down the lad - 
der to get the B . f u m p towards the 
N, jump across to get the 1, and 
climb down the ladder to get the 
A. Climb back up the 





ADVANCINC 

The remarkable Spectrum arcade-adventure A v a ion was criticised by our 
the pre-production copy we received was defective. STEVE TURNER of 
which will allow you to submerge yourself in the game** many intricacies. 




Use of bat k doors 



These are the easiest to use espe- 
cially when you arc in trouble. To 
open the door, approach in line 
with the centre or towards the 
handle Retreat or bounce off to 
allow the door to open. Keep on 
the same line to pass through the 
door. 

You will find you can always 
avoid closing the door. The door 
frame virtually grabs you and 
pulls you through If you 
approach it slowly, 

You can brush the edge of the 
frame away from the hinge: the 
door frame is h in fact, three char 
aclers lon^ while you arc only 
Counted as one character wide. It 
is the centre of the wizard that 
triggers things. Therefore, it 
doesn't matter how big the 
wizard is drawn! 



Use of side doors 



with until you know the tricks. 
The thing to remember is to avoid 
bumping into a handle - then the 
door won't close. (Unless a gob- 
lin reaches the hand Ee first). 

To be safe, approach the door 
with your shadow at the level of 
the front door frame. The door is 
actually twice as wide as it 
appears to be. 

Another successful technique 
is to come in at an angle, 
although I find this easier with 
keyboard control than with a 
joystick. 

Finally, you can deliberately 
miss the door and keep going to 
the edge of the screen. When yota 
hit the Wall, keep the joystick 
over but go up as well, and you 
bounce up the wall to the door. 
This method takes longer, though 
it is useful to know if you miss the 
door. 

Go through doors really slowly 
- they will pull you through. 
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Tricks 'n Tactics 



MAN NIGHTS 



other lad- 
der, and gel the N. Beware when 
climbing up and down ladders, as 
the boulders pass over these 
when falling. Also beware of 
arrows and the barrel. 

THE PALACE GARDENS 

Get the first A, jump onto the 
ladder and wait for the arrow to 
go. Go down the ladder and fall 
onto the R Jump onto platform I 
and wait until the genie fires. If 
his bullet is heading your way, 
jump up and wait for his next 
shot. If not, run along and elimb 



Collect the A, move back down 
the rope ladder and climb ihe 
ladder at the bottom of the tree 
Get the B. go down the ladder 
and then up the rope ladder. Wail 
at point 2 for an arrow. Jump it 
and then jump across onto the L 

Fall down the two platforms, 
down the ladder and climb the 
rcpe ladder for the A Go back 
down the rope ladder for the A. 

INSIDE THE PALACE 

Run along, collect the first A and 
go up the ladder, jump onto 
platform 1 and collect the R. Run 
along and jump up onto the 



platform above the archer (there 
is a letter A by the archer Ignore 
this -it is a trap]). 

Jump across and climb up the 
ladder. Next, you must jump the 
gap and run across towards the 
cannon. Timing is crucial here, [t 
is best to go when the cannon has 
just fired and the barrel has just 
fallen down the gap. 

Jump across, go up the ladder 
and collect an A. Next, go down 
the ladder and retrace your steps 
to the B. Then go back to the 
second ladder, climb it, and fall 
onto the L Walk off that platform, 
go up the ladder, run and jump 
along and, finally get the A and N. 
Beware of arrows. 
THE FINAL SCREEN 
Exactly the same as screen four, 
except there is a Rye instead of a 
flying carpet 




playatfry-but it up pears 
s has s^plitdus with tips 




Release the joystick as soon as together. 



you are through. If you don't like 
the look of the re urn it is simple 
to retreat. Leave doors open for a 
fast exit route, but shut them to 
delay goblins, 



Goblins 



The golden rule is. 'Don't panic! 1 
They are very slow and a bit 
stupid. In a large room you can 
dodge them as long as you want 
The goblin swordsmen and axe- 
men always head towards you. 
Lead them away from your exit to 
a Comer of the room and you 
have plenty of time to escape. Jf 
they do catch you and close the 
door r DO NT PERSIST - rttruat, 
lead them away, and try again. In 
a small room, escape in two 
stages: 1. Lead them away from 
the door and open it by running 
past. 2. I^ead them away, then 
exit, 

Lose goblins by using tunnels 
or going through two doors 
quickly, It is possible to lead 
goblins and lock them in a room 
if there are 



These were never intended as an 
instant method of escape, Im- 
agine a bumbling oJd wizard 
trying to find the spell and read it 

on! 

Retreat to a large room if you 
must fire a spell when a goblin is 
following. Use spells sparingly 
an d on !y when you real ly n eed to . 

ff something jou want is being 
guarded, fire 'freeze' BEFORE 
entering the room then go in and 
get the ob] ect. 

Learn the layout of the game so 
that you don't disturb the goblins 
unnecessarily. Never lead them 
to your start room. Goblin 
swordsmen are afraid of magic so 
firing any spell makes them 
panic. This is useful if you can't 
find 'move' when being attacked. 

Learn the useful spells before 
an emergency, Fast scroll to 
approximately where the spell is 
and stop. Then scroll one spell at 




TIPS 




Don't be a 
potty pigeon 

Gremlin's CRM 64 game 
Potty Pigeon brings in some 
tips from William Sargent of 
Richmond, Yorkshire. 



AVOIDING BROWN BIRD 



Keep low over car rooftops - the 
birds only slay at a certain height. 
When returning to the nest, wait 
for the birds to get to your height. 
Then increase speed and fly past 
them. 



OBTAINING TWIGS 



On Lhi- later levels, wait for the 
ferret to pass (as you can't kill 
this]. Wait for a gap in the traffic 
and very, very quickly whizz 
down and back up. 



AVOIDING THE SPARROW 



The chasing sparrow appears 
from level 2 upwards and is quite 
a nuisance, as it moves down the 
screen as well as across. It also 
follows you and knocks the twigs 
out of your beak. 

AJ1 you have to do is constantly 
bomb it as it will rise to the top of 
the screen and this will give you 
time to get safely to the nesi. 

Smashing 
the Fortress 

Fortress is one of the meanest 
shout-'em-ups around on the 
Beeb. Here arc Rupert Sad- 
ler's tips. 

U Go dov>n as soon as you get 
over the wall to try and get the 
first fuel dump. 

Q Keep fa tha extreme left so 
yuu can't be hit, onty nipping out 
to get the fuel dumps. 

Q Planes: rise and swerve to 
the left, Tiring all the time and you 
should hit them. Come down 
hnmediately when it Wows. 

D * : ° rce fields: keep firing. 
Start at about V* height and rise 
slowly. As soon as your bullets 
pass through the gap, level out 
and you should get through. 

Of The Fortress: keep low. tiring 
rapidly at the plane and the body- 
guards. Then fire very rapidly, to 
hit it four times before you pass. Tf 
you miss it, get ready for the next 
one which will appear just to the 
left of the centre. 
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Tricks 'a Tactics 



imtal action 




Gary Penn of Rerkhamstead was one of the first to get 100% on An d pit a I (October 10). He 
sent us a mini -map, a mega- map (unfortunately, too big lo print} and tip* on each of 
Ancipilal's rooms. Here's a selection of them. 

When you first play the game, get have to shoot 



used to the control of Ancipita!. 
Try to go through every room and 
map it out. Once your map starts 
to form, plan yourself a route that 
is convenient for you to acquire 
the keys and goats 'easily". 

J feci it's best to go straight for 
the goats and keys, rather than to 
attempt every room in sight 
treat it as an adventure Once you 
have ihe power you can go back 
and finish what you have left. 

DON'T open too many walls, 
because once you have the power 
you can go back and ; 
when you like 

DO keep firing at op-en' walls, 
as 1 find that it seems to weaken 
walls beyond them. 

DO wait until your strength ts 
fairly low (5 or 6 units) before you 
open up extra walls, as you. only 
waste the strength they provide. 
FRUITFUL Try to spray your 
bullets around, by moving side to 
side very quickly. Kilr everything 
that moves. 



HOT TODDY. You really 



helluva lot! 
SHRAPNEL. 1 usually do this 
when I have the power, by simply 
avoiding the boot: but DON'T 
shoot the boot. Avoid the shrap 
nel given out by the exploding 
walis. 

DANGER, Keep moving' Once 
the diamond forms under you it 
knocks lots of strength off. Keep 
firing at the guitars and jump a 
lot. That's the best I can offer for 
this room - but it works! 
NO SMOKING. As you enter 
this room, pull up your stick to 
put you on the top wall (useful 
thing to do on most screens). 
Fire, walk along, get key, jump lo 
right-hand wall about one quar 
ter of the way down and blast 
When the time comes, jump 
down, then right. 
WHICH BEAST? The goat. 
Which, after much thought, did 
seem very logical. Once youve 
entered this room walk lo near 
lop of screen and jump down. 
(This is to avoid hitting anything 
other than ihe goal). Once at the 



bottom, wait for the other anim- 
als to descend acid when the goat 
is above you shoot once. If you 
hit it, sit back and let it do its 



FUMS UP! Nasty, this one! 
Shoot the bleating heck out of the 
sheep. Avoid pyramids. Gel on 
opposite wall to the one lo be 
opened. Pull up as you enter this 
room. Collect key here. 
? ... This screen had me foxed for 
a while, but I sussed it when I saw 
the dot at the top of the screen, 
hit it (with myself), found I rapid- 
ly lost strength and I pulled away 
On pressing H J saw the invisible 
camels had left the gate and gone 
lo the dot. 

When the camels have gone, 
jump through the gate and it will 
break the wall you jumped from, 
tsl PHAGORiAN Gel to the left 
walk about two thirds of the way 
down. Go down a bit to get the 
key. Ihen back up to the previous 
position. When the An ci pita! 
above is away from you, move up 
and shoot him. 

Have tun' 




0 1 23456789/ 





Tips for TIL 

Michael A heme of Glasgow 
gives advice on the Spectrum 
game from Vortex, 

1 Remember that the screen 
wraps around. 

T The plane moves down a char- 
acter space when it wraps after 
moving from left to right {i.e. 
wraps from Ihe right of the screen 
to the left) and up one when it 
wraps after going from right to 
left. When it goes vertically, 
though, it stays on the same line. 

This can he useful for targets on 
the water (where you can't circle 
round to get them) as you either 
go one space up/down from the 
target with your shadow. 

Wrap in the right direction and 
dive to get the target and then go 
up again to full height to get your 
bearings right. 

3 Try to go low level as much as 
possible to get five points per 
pixel of your fuel gauge. If you go 
low level with your wings back 
you will get 7 points for every 
pixel your fuel goes down. 

4 If you get all five targets and 
have metre than one lift left, dont 
bother landing - just crash. You 
will go back to the runway and 
your time will go back again and 
you will have three lives again. 




Tornado 
low Level 

_SLNCLA3RSPKTRLIM. 
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GIFT FROM THE CODS 

The Power of Destiny 

• Number 1 Blockbuster from the "MEGA team" 
• Spectacular arcade - adventure played in a multitude of ways 

and at many different levels. 
Watch the secrets of the Labyrinth unfold as our Hero, ORESTES, tests his skill 

against the power of COD and MAN. 
• Stunning animated graphics take you beyond time . . . 

into the fifth dimension ' 
INTELLIGENT" controls allow ORESTES to perform an astonishing repertoire 
of feats from the command of joystick or keyboard, 
• Discover the key to "AGAMEMNON'S puzzle, through the power of 

Intrigue and Illusion! 

Ocean Software is available foam sHected tranches of WOOiWOfUH. W lisMl III. VQJ.I'.MIU!!I lASKTS Rumbeluws COMZT 



KIT 
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48K SINCLAIR ZX SPECTRUM 




48K Sir* CLAIR ZX SPECTRUM 




BBC MODEL R I - 2 OS 
48K SINCLAIR ZX SPECTRUM 



COMMODORE 64 




48K SINCLAIR ZX SPECTRUM 





"ALIEN 8 recommended retail price £9.95 iiu VAT 
Available fiom W,H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS 
and ail good software: retail outlets. Also available from 
ULTIMATE FLAY lift GANE, The Green, Ashby-de la-Zouch, Leicestershire LE6 5JU 

(P6fF included) Tel: 0530 41 1485 




nstrad, BBC, 



iuv-u auii.nnaiu»3 IU Uiy tlffJJ If IL<J Lilt 

Earth's core to supply the essentia* raw 
materials For their advanced Industry. After 
centuries of peace and prosperity, the 
civilisation was torn apart by mar, and 
lapsed into a long dark age, abandoning 
their industry and machines, nobody, 
however, thought to tell the mine robots to 
stop working, and through countless aeons 
they had steadily accumulated a huge 
stockpile of valuable metals and minerals, 
and Miner willy realises that he now has the 
opportunity to make his fortune by finding 
the underground store. In order to move to 
the next chamber, you must collect all the 
Hashing keys in the room while avoiding 
nasties like Poisonous Panslcs and Spider* 
and Slime and worst of all, Manic Mining 
Robots. When you have all the keys, you can 
enter the portal which will now 
be flashing,. The game ends 
when you have been got ' or 
fallen heavily three times. 

The above screens are front the 
BBC version- 




MANIC MINER is available on S 
Dragon, CBM 64,Oric/Atmos, MSX. 



Software Projects Limited, Bearbrand Complex, Allerton Road Wool ton 
Liverpool L25 7SF. Telephone: 051-428 9393 (4 lines). Telex: 627520. 



IET SET WILLY is available oil Spectrum, Amstrad, CBM, 



Please send me a copy of Please tkk were applicable H 

MANIC MINER □ SFE CTRUH £5,95 □ AMSTttAD £8 .95 

□ BBC □ DRAGON CCBM64 □ ORIOATliOS □ HSX all £7.95 
JET SET WILLY □ SPECTRUM £5-95 □ AMSTRAD 18.95 

□ CBM £ 7.95 □ MSXJS7.95 

I enclose cheque/PO for 

(Please add £1.00 for orders outside UK) 



Access Card No 

PtSUHC ii. M | l „ l>IIMaM4MtmtlllHaa 

Address ,* . .„•••»« 




••••>■■•■■■ »••■ 



For Mali Order only: 
Software Projects, F.O* Bos 12, L23 7AF 



_ J 



i Willy, intrepid explorer and nouveau- 
e socialite, has been reaping the 
eflLs of hi% fortunate discovery in 
Surblton. tie has a vac hi . a cliff-top 
mansion, an Italian housekeeper and a 
i rersc h cook . And hundreds of new found 
friends who really know how to enjoy 
themselves at a party, His housekeeper. 



una, however, lakes a very dim view of all 
Msrevellery, and finally after a particularly 
boisterous thrash she puts her foot down . 
When the last of the louts disappears down 
the drive in his Aston Plartin. all WUlv can 



uum auumu iid^ninij out in riJS lt>Ur- 

poster. Hut Maria won't let him into his 
room until all the discarded glasses and 
bottles have been cleared away. Can yuu 
help Willy out of his dilemma? He hasn't 
explored his mansion properly yet fit is a 
targe place and he has been very busy) and 
there are some very strange thlnns oouiq on 



w*ii«r pidue dim ne nas oeen very ousy ) and 
l here are some very strange things going on 
in the further recesses of the house (I 
wonder what the last owner was doing in his 
laboratory the night he disappeared). You 
should manage O.K. though you 
**ill probably find some loonies ^f' 



>tn Q a large stamped addressed 
envelope for more detailed 
information on our new releases, 
plus a free large poster. 

All sates enquiries to; 

Colin Stokes 

(Sales and Marketing) 



! or nail Order only: 
Software Projects, P.O. Box 12, L25 

Selected titles available ftom:^ 
Jolui Menzles, HMV, Boots, Woo I worth, 
Spectrum and other large department 
stores and ail good major software 
retailers. 
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Attention all 
Amstrad [ow ners ! 

\^0^J^^JSn^^ KARLS TREASURE WW 

|— W^M f% 9£ J 3!T 7" ° ur hero Karl has fallen 0,1 

r-^&Z m-M - mJ ^W* ' fC} 7* f ' hard times so when he lean 

'"^^^1 v -jt j^ Hjf^ , ' I f "Wonga Mansion and hidde 

|y"?^^T wBp* | somewhere in the mansion? 

TD I? * ^^HL/H " ■ 40 rooms is a treasure dies 

— **QA!illt?i? Kww Karl has to collect the 40 kc 

w Wt$* P^Ji**< tlUJVT to un!ock tne chest Can 

W 1 J0ff^ «* - ' * ' Karl's lurk h*> rhannino few 



KARLS TREASURE HUNT 

Our hero Karl has fallen on 
hard times so when he learns 
that his entry has won 1st 
prize in a quiz competition he 
is naturally delighted. His 
prize is a weekend stay at 
"Wonga Mansion' and hidden 
somewhere in the mansions 
40 rooms is a treasure chest. 
Karl has to collect the 40 keys 
to unlock the chest. Can 
Karl's luck be changing for 
the better. 



"fx. 



Available on the Amstrad CPC 464 

Software Supersavers is a new name to watch out for. We'll 
l>e bringing you quality software at a supersaver price. 
They're not re- hashes of old game* hut totally original 
Ideas com htning to give you an exciting range of 
new games* 

S*j whatetei your software tastes are. Software 
Supersavers has the game just right for you. 



Dealer Enquiries — 
051-4236367 and 
ask for Lesley 

Software Supers vers Ltd,, 
P.O. Boa 1 3 r Liverpool L25 7 AG 




£2.99 




Mirage 




SOFTWARE & 
DISTRIBUTION 



1 Sandy Road 
Top Floor 
Seaforth, Liverpool 
L21 3TN 

Tel: 



PROGRAMMERS 

WE ARE LOOKING FOR TOP QUALITY PROGRAMMES TO MARKET IN THE 
UK AND ABROAD. THE PROGRAMMES MUST BE OF TOP QUALITY AND IN 
MACHINE CODE WITH GOOD GRAPHICS AND SOUNDS AND ORIGINAL 
CONCEPT WE ARE LOOKING FOR PROGRAMMERS TO CARRY OUT WORK 
ON NEW MACHINES SUCH AS THE C.B.M/ 16 AMSTRAD AND M.S.X. 
WE CAN SUPPLY THESE MACHINES TO CARRY OUT WORK FOR 
MIRAGE. WE ARE ALSO OFFERING £500 PRIZE FOR THE BEST PROGRAMME 
RECEIVED BY THE END OF FEBRUARY 1985 WHICH WE WILL DECIDE TO 
MARKET WE OFFER AN OUT RIGHT PAYMENT OR 10% PLUS PAYMENT OR 
20% ROYALTIES. FOR MORE INFORMATION CONTACT THE SOFTWARE 
MANAGER HE WILL BE GLAD TO LISTEN TO ANY QUESTIONS YOU MAY 
HAVE, 



PROGRAMS COMING SOON 

THE COUNTS CASTLE 

COMMODORE 64 

£6.95 
CASTLE GREYSKULL 

48K SPECTRUM 

£5.95 



SALES MANAGER 

T.C. SAPHIER 



SOFTWARE MANAGER 
C.A. SAPHIER 



NOTE WE HAVE MOVED TO NEW PREMISES 



Helix prepares far holocaust 



And on the Seventh Turn of I he; Final 
Conflict, the players stood back, sur- 
veyed the Map, cast their votes, 
and,. . decided to take a rest! Apart from 
two minor skirmishes, there were no 
new offensives and no countries 
changed hands. 

Bui don 1 ! he deceived! Conflict 
Observers are all agreed on one point - 
that this turn is the lull before the storm. 
The Union has held back and reinforced 
Fargrim, Norland, and Charg These 
three countries between them form the 
Union front-line, and together they 
wield a terrifying 148 armies. 

Yup, there ain't no doubt about it - 
when those Union warlords give the 
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two abortive attacks on Upland {hastily 
reinforced by Knephet} and ] or I on (sup- 
ported by Iskrand and Lorilon). This 
petulance lost the Commune 20 valu- 
able armies. 

Next month s moves will almost cer- 
tainly be crucial. The lull is over - the 
storm is about to begin! 

This month's moves 

The followi ng orders were carried out by 
each country, as decided by your votes. 



Norland BA, Pugrosh RC, Quithlin RP, 
Tigron RE Warrish RD, Yinkan RC, 
Charg B A, Dweria RN Fargrim BA 



CALM BEFORE THE STORM 



marching orders there's gonna be hell to 
pay. If you can hear a strange drumming 
noise in your ears, it's not thunder, it s 
the sound of thousands of Federation 
and Dominion knees knocking together 
in Aberstrof and Vindrish us these two 
powers await the Union ons 
must surely follow... 

Rut they Ye not all trembling in Aber- 
strof- the Dominion has a massive force 
of 56 armies to resist the Union attack. 
Doubtless blood will be spilt in the near 
future, but a lot of it will flow from 



Union veins. Those 
know how to fight! 

Up in the North, the Federation sens- 
ibly built up its reserves in Vindrish, 
Again, this is a country threatened by 
Union expansionism, in the form of an 
attack from Fargrim. With 39 armies to 
FargrirrTs 44, however, Vindrish is safe 
for the moment. The Federation lives 
on! 

The only signs of impatience this 
month came from the Commune, now 
confined to the West, who carried out 



Knephet RU, Upland BA, Vindrish BA, 
Zorg RV 



Eorgonia RH. Calyria BM, Droom 5F, 
timet SF. Forish A), Himonia AU 



Iskrand RJ. fori on RA. Lorilon RJ, 
Olgrish BA, Rorglia BA. Aberstrof BA, 
Bikonia RL 
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The Final Conflict 



Move 7 in our nationwide war-gome 




WAR-LORI>S These iherQic people submitted the be&t votes- Their voting strength will go up by the number of votes in bracket^ 



DOMINION Gord on West. WalsaJI 
(100): Robert Conipton. Ru.skin^U>n 
(90):. A&hley Rayner. Broad stone (SO); 
Mark Smirk Birmingham (70); David 
Al Duiwi. CinaMHry (70). Maal:L-A 
J U:k:fit.T. Chipping Norton (70): Scolt 
Young. Glasgow (40); Erie BurcheH. 
I asthourine (40); Alan Leask. S. 
Queensferry (AO)- Paul Older. Great 
waken ng (40). 



UNION C P Wong, Plviimuih (100): 
Colin Tree, Marden (90); Stephen 
Hutlteriev. Sid mouth (80); Mark Cap- 
riolL. Bournemouth (80); Alan Pritch- 
ard. Royston f80): Duncan Edwards. 
G Yarmouth (SOL D May. Chiswick 
(40); David Ward. WaJIwnd (40); G M 
E^tlinger, Dundee (401; K Brooks, 
Litchfield (40); Joe Marston. Billericay 
(40) 



How the game works 



On the far-off plan et of H el w , fou r superpowers are at war : 
The Union of Gulathic States 
The Rorkian Federation 
The Commune of Margrand 
The Lorkonist Domimon 

Each of the four powers controls a certain number of the planet 
Helix'* 32 countries. Their aim is to capture more territory, and any 
power which manages to gain control over trior*? than half of the 
p] a net {i.e. 17 cou nines) wr. ns the game, 

PCG readers playing the game are allocated to a superpower 
They must then decide how each of the countries controlled by 
their power sh ou Ed move an d vote accord i ngl y. Th e po ssible moves 
are; 

BUILD AKMitS 

BUILD MISSILES 

BUILD SHELTERS 

BUILD FACTORIES 

SUPPLY (another country) 

RfclN FORCE (a neighbouring c ountry) 

LAUNCH (missiles) 

ATTACK (using armies} 

After the votes have been counted by the computer the moves 
which received the most votes are acted on. Once alt four powers 1 
moves for each country have been worked out, the computer uses 
the game's detailed rules to calculate the result. 

Most exciting of all, however^ is the election of the war-lords. 
Each month the computer will nominate those players from each 
superpower who suggesied the most effective policies. War- Lords, 
will have their names printed in the magazine and. most important 
ly, will have their voting strengths increased for future games 



WONG GETS IT RIGHT 

This month saw a definite trend towards consolidation rather than 
territorial expansion. A number of Dominion warlords, however, 
realised the promise of pushing south-east from Aberstrof into Charg 
to prepare for a ; back-door' offensive against ihc Union. 

Gordon West tit' the Dominion (whose entry arrived with 3 other 
West entries from [Nicholas, Mark, and Tracey) walked off with 100 
extra votes for spotting this opportunity and following it up with a 
sensible reallocation of forces. Robert Compton received 90 extra 
votes as a reward for similar opportunist expansion. 

Sig scorers for the Federation included Darren Taylor, who now 
wields 216 votes, and Haydn fudd (1.56). These two were among the 
eight warlords each receiving 100 extra votes lor realising that the 
essential priority was to pull out of Zorg, reinforce Vindrish, and 
strengthen Upland. 

Give Young was the only Commune player to walk off with 100 
extra votes, which he got for some inspired strategic l h in king, although 
his attack on Upland wasn't such a good idea as it turned out. His 
suggestions are perhaps worth studving - he voted Borgonia J?H. 
Cakria KB. Droom KC. Timet SF, Forish HP (very sensible), Himonia 
AU 

C P Wong took this month s Union honours for a truly brilliant plan 
involving complex supply chains that would almost certainly have 
molted in the prompt collapse of a neighbouring superpower. In the 
■ **- of public safety, however, his votes must remain a secret. 



Attention all players... 

Tight printing deadlines and postal delays over the Christmas/New 
Year period would have necessitated a votes deadline of December 
14th, giving most players only two days in which to vote. 

Since the next round is likely to be a crucial one, we felt that this was 
cutting things too fine. To get round the problem w r e have decided to 
hold off printing the results ol the next round until our March issue 
(which will be in the shops on February Nth). 

As a result of this extension, players now have until |anuary 4th to 
get their votes to this office. Please note that the Voles Hotline will 
NOT be in operation over this period. 



H | Judd, [piwich 
(100); Joe Ferrari, Finsbury Park 
S 1 00): Darren Taylor. S Benfteet ( 300V 
U-slif Ronarth. Manchester (100); 
Mark Roberts, Nc«dhani Market 
(100); Mike Gardner. " I li c\\ i 1 1 ■. 15ms 
(100); Jon FN kins, Kingston-upon- 
Thames (100); Richard Wright. Birm- 
ingham i KKJ); M;trk Hopkins. Red- 
ditch (20 i: Lawrence Wilson, Newcas- 
tle-upon-Tyne {10); P Legg. Sudbury 
(10): Peter White. Bamslev {10^ 
Michael Knight. Chfclehurst {10): 
Ralph Dolan. Spalding {10) 



COMMUNE Clivc Young. Luton 
{100); Alan Nallidav. Stoke-on-Trent 
{90). Adam iivrnc. Can vers? Island 
m). Martin Clarke . Sunderland f70i: 
Michael Rowditch. Yeovil (bO), laiu 1 
EM tiday, Stoke on Tren t (50) ; 
Donald McGowan, Dundee (40); Roy 
Wannell, London (40); Stefan Lipiec, 
London (40): P Mandevilk-. Bognor 
Regis (40). | Pickering, 11 ford (40); 
Alec Robertson. Barking (40); 
Andrew Look, Darlford (40); Gary 
Dylham, Rugby (40); L Witts, Ply- 
0); Nleil Furnice, Formfiy 



mouth 1 40) 
(40); Col 



n (40) 



• Final Conflict - How to vote 

First of all write down the list of countries :JN ALE'Ef ARM !f- 
AL ORDER ) thai your power controls Different superpowers 
control different numbers of countries, so some of you will not 
need to fill in all the lines in the form. 

Next enter your votes for each country. Each vote is made up 
of just TWO letters For the Attack, Launch missiles, Reinforce, 
and Supply orders you use the letters, A.L.R, or E followed by 
the first letter of the country to he attacked, supplied, etc. So to 
vote Attack Dweria you would write AD The other possible 
votes are Build Armies (BA), Build Missiles (BM). Eiuild 
Factories 



•Final Conflict Voting Form 



Name 
Address 



■ ■■ LIU4HJ.I.I4 LH + H4 HHtriTni niTriif rn n 



Country Vote 




1 








t 








f 


6. 


i 


7, 


i 


ft. 




9. 


i 



Post this form to Conflict Voting. Personal Computer 
Games, 62 Oxford Street London W1A 2HG. All votes 
must arrive by first post on 4th January - earlier if al at! 



# Final Conflict Entry Form 

Complete this form and send it to us. You MUST enclose a 
stamped, self-addressed envelope We will then send you a rule 
booklet and your exclusive membership code. 



Name ■■. T .., r r ^L„ +I , HIdM . n ,.. ^. ,„,„., 

Address ........ l ■ " IH) , 



I 
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CENTURY 
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k'ENTUKTI 



EDUCATIONAL 
PROGRAMS FOR 
THE ELECTRON 



EDUCATIONAL 
PROGRAMS FOR 
THE ELECTRON 

Ian Murray 

Educational Programs for 
will allow Electron owners to put their 
micros to work, immediately. All the 
programs are fully documented with useful 
tips and provide an insight rnto 





Available through your local bookshop or 
experience any difficulty please fill m the 
coupon below. 



ORDER FORM 

To: Gill Small, Tiptree Book Services Ltd, 
Church Road, Tiptree. 
Co Ichester , Esse x C 0 5 OS R 

Please send me copy /copies of 

EDUCATIONAL PROGRAMS FOR THE 
ELECTRON by IAN MURRAY at £6.95percopy 

I enclose my cheque, postal order for E 
(cheques should be made payable to Tiptree 
Book Services Ltd) 



SUBJECTS COVERED INCLUDE: 

History 

Economics 

Art 

English 

Mathematics 
Physics 
Chemistry 
Logic 



The majority of programs have been buift 
around a games format so they are always 



Illustrated 



208pp £6.95 



Please debit my Barclay card. Access account 
number (delete as appropriate). 

Account number 



I 



tmiiiHiii,,, "■' l j. x 

Add ress -f^......,,, ' 

............ . . j j.. () ...i.t . + 1 41 4. ■ . . 



».ii«i.i|ddiK44 "f. ■ ■ pp. ■ ■ 



I _ . _ - r . -■ - b r. ■ .1-. ■ ■■■ 



Signed „.„ 

( Home addre ss plea se if pa yi rig wi ih a cred it ca rd ) . 



it III.H.I.I.. 
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Terminal Software Games 
are available from - 



International 

Alpine - New Zealand 
Karakaili - Austria 
Oziso-ft — Australia 
Softbyte - Finland 
S.P.I.D. - France 
TTol — Sweden 



Retail 

Boots 
Dixona 

John Menzjes 
Smiths & all other 
leading retail outlets 




TERMINAL 



Distributors 

Bulldog 
Centnesoft 
ESD Electronics 
G.R.I. 

Gordon Howson 
Lightning 



LVL 

Micro Deafer 

R & ft Computer Games 

Salomon & Peres 

Tiger Trader 

Twang 




Terminal Software, Derby House, Derby Street, Bury BL9 ONW. England. Tel. 061-761-4321 



IRIMI I IRIOIPIO 




® 



0 



r 






r 

Imprisoned by the evil warlord 
Nogrob the Terrible, Jack the 
intergalactic hitchhiker must 
collect fuel pods from the other 
side of the garage to refill the 
waiting stars hips. With a fast 
diminishing oxygen supply, an 
erratic Turhopak, and a band 
of nasty Space Googjies to 
contend with, Jack certainly has 
problems! 

COMMODORE and ELECTRON CASSETTE PRICE £6.95 

BBC £OiJ*ttB price £7.95 
BBC and Commodqre disk price £.9.95 




PHONE 



FREE 



MICRO POWFR I TO NORTH WOOD HCL.V5E 
NORTH STREET LEEDS LSI 2 JUL 
MAIL OHPFR TEL 10632] 434QOfi 

SELECIwE BLANCHES OF BQOT&. CO-OP 
IMtNZIES. W M SMtTH. WOOLWDRThS AND *i 
GOOD L-EAI E-R5 
AUTHORS' WE PAY 2EF& ROYALTIES' 





COLOUR 
CA TAL06UE 




CIRCUS 
CHARLIE 

Charlie has six different circus 
acts to complete in his quest for 
money and points, as he strives 
to cover the distance across the 
ring in each act, 

Act one: Charlie boards the 
back of a lion and has to jump 
through hoops of fire and over 
burning pots to get to his goal. 

Act two: A monkey infested 
tightrope is next and he has to 
leap over scurrying brown and 
purple apes as he wobbles along 
the thin wire. 

Act three: Charlie will be get- 
ting giddy by now as he has to 
bounce along trampolines, 
avoiding fire-eaters flames and 
knife throwers' deadly cutlery 

Act four: You will need your 
balance back here as you perch 
on the top of rolling cylinders 
and jump between them. 

Act five: Rack to the animals 
and from the back of your horse 
you must bounce off springy- 
platforms to land back in your 
saddle. 

Act six: The toughest of the 
lot t as you time your swings 
from one trapeze to another us 
ing the occasional trampoline 
and flying companion to help 
you along. 

You can start at any of the 
acts but they are all pretty dif- 
ficult. If fails into the category of 
'cute' games and is very playable 
despite that. 

Happy bouncing! 
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RCA 
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1 
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B Wade's vie w of the e o f n - e 9 



THE DEFINITIVI 

Julian Rignctll gives us the low-down on how to score 

the toughest, arcade 



Tips for beginners 

Ship control is a daunting pros- 
pect for the beginner with up, 
down and reverie under the left 
hond, fire, thrust and smart 
bomb under the right, and 
hyperspaee in the middle - 
essential for emergencies 

Pressing fire and thrust simul- 
taneously gives you a reason- 
able speed, whereas holding 
thrust down moves you much 



1 




M 










too fast, You also need to 
practice flying low, where mast 
of the action takes ploce. 

Hyperipacing to another 
area of the planet should be 
used only in coses of imminent 
deoth since there is only a 50/50 



chance of survival.. 

The scanner which provides o 
miniature representation of the 
planet is vital to refer to so that 
you are never surprised by 
aliens hiding off-screen. Each of 
six aliens hove different colours 
which con be sported on the 
scanner, and oil of them can 
destroy you. 

Bombers are purple boxes 
travelling in groups laying 
mines across the screen. The 
star- like and seemingly harm- 
less Pods explode when hit into 
lots of little red Swormers. 

These swarms can be spotted 
on the scanner and dodged so 
that you can quickly reverse and 
follow them, firing rapidly. If 
they get half a screen ahead 
though they will turn around 
and start firing again. Repeat 
until massacred. 

Baiters ore fast moving green 
aliens who appear if you've 
spent too long on a wave and 
home in blasting quickly. Thrust 
away and turn, then rake across 
them with bursts of fire moving 
in the opposite diagonal direc- 
tion to them r 

Landers ore most important 
since they steal your huma- 
noids, lifting them to the top of 
the screen to form mutants. 




Ifyuu've seen \tach 5 Ihen suffice to say that Fin-fox isn't 1 
the laser disj. graphic* and the computer generated ones ar 

You ciin choose one of Pour missions, each of different 
aircraft and through your trip you must destroy ihe tnem 
enemy craft to stop them depleting your fuel. 

The flying sequences are magnificent and you gel a great feeling of movement, but the shoot em up 
aspect is also well Laic red for with a constant need for fast tiring and quick reactions, 



much different. However, f did think that 
ich belter on ihis movie inspired game, 
th. You start by taking off in your Firei'ox 
dar signals 10 avoid detection and hit Ihe 
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RETURN OF THE J EDI 

THE EMPIRE STRIKES BACK 




big at Defender- one of the 
games around. 

These green and white monsters 
□re dealt with in the same way 
as the baiters or by oscillating 
or the top erf the screen, zap- 
ping as they approach , 

Captured human oids can be 
rescued by sheeting the lander. 
If they ore less than an inch from 
Ihe ground you can let them fall 
to safety. If they ore further 
away you will have to catch 
them which will eorn you a 500 
point bonus. If you con then 
return the humonoids to earth a 
further 500 points are yours. 

All aliens and humanoids can 
be shot but smart bombs will 
destroy everything on screen 
except humonoids and need to 
be used only when totally out- 
numbered. 

Advanced tips 

Once competent, use the scan- 
ner for beating trouble-spots 
where landers are stealing 
humonoids. This is essential 
since loss of all your humonoids 
will make the planet explode 
and the landers mutate. This 
leaves you in space with hordes 
of mutants until you get a new 
planet and humonoids every 
fifth wave. 

In a space wave you should 
right to the pods and 



original, and still one of 

smart bomb these and the 
accompanying mutants. Thrust 
left to the watting group of 
rYiutynts and smart bomb them 
as well. This leaves only a few 
aliens and should be repeated 
till you get a new pbnet. 

When fow on humanoids let 
landers pick them up and rescue 
them and carry them as you 
finish off the wave. Beware 
though, baiters will appear ear- 
her than normal. 

Conserve smart bombs for 
use only on three or more Pods, 
when you are traveling slowly 
so that swarrners don't escape, 
or If a lander is Stealing your 
last humanoid and you can't 
reach it. 

Expert tip 

Between 990,000 and 999,975 
points everything you hit earns 
an extra ship and smart bomb. 
Shoot landers, mutants r bom- 
bers and swarrners but not pods 
as these are worth 1 ,000 each 
and you should wail for barters 
which are only worth 200. 
These extra ships will have to 
last you after you go around 
the clock' until 500,000 so 
every one is vital. 

Good luck with one of the 



STAR FORCE 



This is a grand game of the 
mindless zapping variety and £ 
loved every minute of it 

You have a spaceship which 
can move anywhere on the 
screen white the background 
scrolls downwards beneath you. 
On this background appear 
space islands with ground in- 
stallations and alien craft to be 
tanked by your dual firing laser. 

If that all sounds familiar 
jou're right - but it's all good 



fun. The aliens, come in /ones 
identified by Greek letters at the 
end of which you have to shoot 
the letter a number of times to 
complete the section. 

The aliens are usually obli- 
gingly easy to blast and ihe fire 
button takes care of both ground 
and air targets. The best policy is 
constant movement and a rapid 
hammer on the fire button, 
hardly taxing, but great fun. 
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If they ever finish the nine part Star Wors adventure on film, it 
looks like there will be a video gome named offer ecch one. 
Oddly enough, though, ih#y ore tfitl mixing their yjogte of 
machines with The Empire Strike* Sack being on the Star Wars 
vector graphics machine while Jedi is on a Raster span machine with 
the more conventional pi*d graphics. 

Empire ho$ three sections starting with a stage where you hove to 
shoot robots ond their message capsules that will otherwise alert the 
Ertiprre to the rebels' presence on the planet Hath. If the four part 
transmission is completed you face the rwa types of Imperial walker 
and you have to blast them through their gunportg or bring ihem dawn 
with a tow rope. After this come the rie fighters which swaap and iap 
away at you. 

This is a good old vector graphic 3D blaster and Star Wars fans 
will love it. ffetvm of the Jedi is a new step graphically for the Star 
Wars team but is nothing amazingly special to the rest of us It comes 
inthre*? stages, the forest, space and the deathstar. 

The forest has you on a speeder bike stroking Zoxxon-style up to 
the left while being pursued by Imperial speeders. You can shoot 
them, bump rhem, ram them into trees Or lead them into the Ewaks' 
rope and lag traps. 

This sim pfe scenario is repeated in the second stage where trees are 
replaced by pillars and the bikes by lie fighters. You deal with them 
by shooting or crashing them. The easiest way to deof with bath these 
stages is to accelerate forward, leading the enemy into traps, or by- 
dropping back quickly so at to blast them from behind- 

All in all Jedi is a triffle disappointing and Empire merely takes a 
successful formula and reuses it. 




I ROBOT 



We're really in to some heavy 
cute characters and 
brigade get a workout. 

/ Robot features some of the most 
amazing computer generated 
graphics you can see in an arcade. 
There are two stages to the game 
the first being a 3D colour the 
squares' game and the second a 
3D space shoot- 'em- up. Bui to 
describe the game as just that is 
unfair because the 3D is truly 
awesome and is packed with 
computer generated mathematic- 
al shapes which spin and roll 
a rnazi ng pat hs ac ross the screen. 

You control a little robot who 
trundles around on a spike br 
flies through the air with his arms 
stretched out ahead. In the first 
stage you are faced with a sus- 
p ended plaiform m-liAork on 
which there are a number at red 
sections. Birds fly toward you 
and ahead of you is a strange 
pyramid with a fiat top. on which 
an eye appears and turns red 
occasion a Lly. 

As you jump from one platform 
to another you can he destroyed 
either by colliding with a bird or 
by lumping when the eye is red. 
While filling in squares the game 
helps you by indicating squares 
you can jump to by making them 



zapping this month with the 
a rest as the blasting 

Hash. Finally you can jump to the 
pyramid and destroy the eye, 
somersaulting yourself to its once 
exalted position, 

The action can be viewed t'rom 
either a high or low angle, (he 
latter getting you right in amongst 
the scenery but sometimes block- 
ing your robot out. 

A 3D shoot- em up comes next 
and you launch yourself off the 
pyramid inio a mass of geometric 
objects which you have to blast 
your way through. If you survive, 
it's onto a different layout of red 
blocks. 

On each colour-changing stage 
there is a teleport which you can 
use to lake you to any of the other 
layouts and on one space section 
you have a fan East ic rotating head 
which spits spikes from its 
mouth 

The graphics are definitely the 
most incredible thing about the 
game - the makers have recog- 
nised this and put in a special 
doodle option so that you can 
play around with the whole char- 
acter set. Not the most addictive 
game l'\ e seen but certainly ihe 
most pleasing to thee 
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COMMODORE C-1 6 
AND PLUS 4 




STARTER PACK 




■ 



5 0 ■ 

it v 



CLIMB-IT 
HOPPIT 
SHOOT-IT 
MUNCH-IT 



AVAILABLE NOW FROM LEADING 
COMPUTER STORES OR DIRECT FROM 
TYNESOFT FOR £10.95 

INCLUDING POSTAGE & PACKING. 
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m COMPUTER SOFTWARE 
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ADDISON INDUSTRIAL ESTATE, BLAYDON-ON-TYNE, 
TYNE & WEAR. TEL: (091) 414 4611. 

DEALER ENQUIRIES WELCOME 
OTHER EXCITING TITLES AVAILABLE SOON 



GOOD BUY 



This is the section which Ihis the games wc think are worth huvine Jf's 
carefully updaled tMn month, both to add the best new release and to 
. m remCve K an,c * which have been overtaken by better pullets, [n order 
to s*™ space we've spht the li*te for some of th t more p«p U | ar machine in 
two, and iviJI be pnntingalternal^ halves each month 

Judging from your tomments Iheae lists proved extremely helpful to a lot of 
people who *ere overwhelmed by the ^ number of praams on sale. The 
fact is that while many of Die games on the im -' 



get bored with hi minutes, 

5r> save youxself a lol of bother and get ihe most out of your myney by 
referring 1o the Good R«y jists. All »f the ftames here are heartily 
recommended by the PCG team. Vou won 'I find any seven-day wonders here 
- we know what make* a great gamt i* real lasting interest, so we only M the 
ones ihaiH keep you at it for hours and hours, 
FinaJly, if you're new to computer games, here are our polled rapla nations 

lermi nology you II fi nd i n these pages. 



• ADVENTURE -\ type Of flume ^ritwmp 
in popularity in which lo get thing* |u happen you 
have in actually ty P * in ihort instruct inns, instead 
of lust pressings key logn leg or right Usually the 
idea is lo e*plr>re a series of local ions to try to 
complete a task such a finding treasure. Vdiun- 
tures usually proceed tit u slower pace than arcade 
gam es. j n d t he i r a p pe a I rs to do wi i h brai ri power, 
ralher than finger puwer. 

• arcade game Any gamv where 
vou use the keyboard or joystick to directly 
control the nioi em en i of an ob j ect u r t h ar ac ter on 
screen, The vast majority u) computer ^jpul^ arc 
j read e games. But Ihe term i^ai-so sometimes used 
in a m« re- li mi led sense to mean a game which has 
a ppeared i n the a m use me nt a reades. 

• ARC A DE> AD VENTURE An arc 

ade game in ihe sense that you dont have iu 
type in instructions hut one in which you have to 
explore different I neat 'm n$ to achieve your ^oai. 
I j urn pies: \tK Aitii. Jet Hei ft if ft 

ft ANIMATION Movement in u del ted 
on a cartoon, in which. Uu example, characters 
walk moving i heir legs instead of simply being a 
rigid ihape which moves round Ihe screen. 

• ASTEROIDS far iy ^pace pme in 

which yuu destroy asteroids using a highly man 
oeuvrable emit. 



CAMESPf AK 



tipede snakes down 
you hit it. 



i>0<l splits up when 



• DEFENDER fast- moving space ^ame in 
which your ship battJei human -stealing landers 
and many other aliens against a scrolling back 
ground. 



Climb ladders and 
to rescue the 



• DONKEY KONG 

jump over obstacles as you a 
damsel From the nasty ape. 

O FYtOGGER Game where v»u ^uide the 

trofc across busy roads and crocodile in tested 
rivers. 

• GALAXIAN5 Classic space shoot 
em-up with descending a hens wheeling and 
swerv mg as I h ey a i tack . 

• HIOH-RES GRAPHICS l-.uure, 

drawn usinR smalL coloured doiy, rather than 



• MISSILE COMMAND -in arcadt 
ftamein which you protect your cities from bomhs 
by laying a protective covering of missile fire. 



• CENTIPEDE 



(■amc in 



hk-h 
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TITLE 


REQD 


PRICE 


American Foatbvli 


48K 


9.99 


AlicAtae 


48K 


5.50 


Baggy Bfost 


4BK 


5.95 


Costfe Blackslar 


46 K 


6.50 


Chuckle Egg 


46K 


7. 9Q 


Combat Lynx 


4GK 




Do 4: Stor 


4BK 


7 50 


D&aihchose 


16K 


6.95 


Fvntosio Diamond 


46K 


7.95 


Fighter Pilot 


48K 


7.95 


Football Manager 


48K 


6-95 


JetSetWUly 


43K 





• MULTI-SCREEN tui,r, to games 
w hich there are different tasks fur you io 
each depicted by a different screen picture. 
V fi ter is a classic m u Iti - sc reen ga me , 



SPECTRUM GAMES A- J 



SUPPLIER 

Argus Press 

Ultimate 

Firefcirg 

CDS 

A&F 

Duroll 

Design Design 
AAicromego 
Hewson Consoltonls 
Digital Integration 
Addictive Gamss 
Software Projects 



mi 




^ P AC-MAN Knroyable m a t.v game - gob- 
ble dots and steer clear of monsters. Eat power 
pills to Ret your own back. 

O PENGT Arcade game in which you slide 
ice h tuck * and use an electrified fence lo hill sntrw 
bees. 

• PLATFORM GAME Any game 
which involves leaping around a series of plat 
forms as in iUmhrv fdiig or Manic Mtm.T 

0 Q*BERT [n this &ame you must colour 

1 he I) kicks im a 11) pyramid whiEe a vcNidrnp vicious 
springs and monsters. 

• SCRAMBLE Arcade action in which 
you pilot yuur ship oier mountains and through 
taverns avoiding missiles, meteors and mher 
nasties- 

• SIMULATION A type of program 
which tries lo represent s>me real-fite situ at inn 
such a s pil mi ng a n a ire? aft . 

• SPACE PANIC Frantic game in 
which you run around platforms, digging holes for 
n tun Slurs ly fall into 

• STRATEGY GAME Typically, these 
p.ames put the player in a posilton such as 
comma nd i ng a n army or ruling a country. Vou a re 

nted with maps and statistics which you use 
k e decisions 



Great simulation of iho bDn^-crunching game 

Bril Nam ond inventive arcade- odvenf ure 

Ejcitingi multi-stage 3D shool-'em-up 

Tex i -only oriventorein P he grand tradition of ColossaS Cove 

Frantic mu Iti -level game with deodly ducks 

Complex and demanding game piloting helicopter aver 3D battlef ieid 

Compelling mixture of strategy and action in deepen space 

Exciting 3D molar-cycle chase with superb graphics. 

Excel lem re Kt/grcpnics adventure with interactive c ha reK-rtirs 

MarueNaos simulation with ^ambot features 

Toke yourleam through Ihe leag-je in engrossing simulation 

Explore »he huge mansion in sporkl ing arcade adventure 



j COMMODORE 64 GAMES A-P | 


TITLE 

eou/dencJ'as/t 
Cl'iH Hanger 


PRICE 

8.95 
7.95 


SUPPLIER COMMENT 

Stalesofi Hugely addictive gamecolleclfng |ewefs iothe rocky onder world 

New Generation Clever, funny and diff iculi cartoon^lyle action os you try to poltsh off your enemy 
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Good Buy 



Cohssa lAdven rvre 
Decathlon 
forb'idd&n Fare^t 
Heroes of Korn 
In temo tionai Soccer 
lazy Jonas 
Poster Poster 



9.90 
ooo 

8.95 
7.00 
9,95 
7.95 
6.90 



Level 9 Traditional fexJ-only blockbusting adventure wiih over 200 local ions 

Aetivision Exhausting and realistic athletics simulation. Heavy on the joystick 

Audiagenic/Centresoft Terrify atmosphere as you fight your way through a monster-infesjed foresi 

I n te rcep'or SI aw g ro ph i cs but worth wo i 1 i ng f or i n th i i odven t u re w i ih i nte ract i ve c ha rocte rs 

Commodore Superb soccer Simula Man on cartridge 

Terminal Lots of laughs and 1 5 different games in this video hotel 

Taskset Very original and addictive go me as you struggle to get those passers up 



VIC 20 GAMES A-M 



PRICE SUPPLIER 



Bongo 


1 6K 


7.95 


AnirOg 


Cha nor Race 


Sid 


6.95 


Micro- Antics 


Defender 


Sid 


14.95 


Atari sof t 


Jet Pac 




5.50 


Ultimate 


Mega Vooit 


Sid 


5.50 


Imagine 



COMMENT 

M u I ti I evet ga me w i 1 h ladders a nd g i r ders 
Thrilling race- go me set in oriuent Rome 
Good and fa i thf u S ver s ion of the a rco d e cl ossic 
Use your jet-powered man to ovoid The aliens a 
Good gyq o 1 • il5 ;inci gomeplay os Frea flees ihe ev 



i Do 



oaor 



TITLE 


PRICE 


SUPPLIER 


Bfogger 




Alligoia 


Chuckie Egg 


7.90 


A&F 


Colossal Adventure 


9.90 


Level 9 


Elite 


14.95 


Acorn soft 


Fortes* 


6.95 


Pace 


Frok! 


B.95 


Aardvork 


Greedy Dwarf 


9.95 


Goldstar 


Killer Gorilla 


7.95 


Micro Power 


Mmeshnh 


5.95 


Dureli 



BBC GAMES A-M 



COMMENT 

Multi-level platform go me with a multitude of objects and obstacles 

A frantic multi-level game fecluring deadly ducks 

Firstofo series of text adventures with 200 local i an? 

Biggest a nd besi 3 D space ga me ever 

A brilliant version of the 3D space-game Zaxxon 

BnHianl graphics in thiscompulsive platform game 

Excellent ie>tl-only adventure wiih advanced sentence decoding 

Excellem Donkey Kong gome with beautiful graphics 

20 screens of nasty problems in dassic platform game 



ORK GAMES A.M 



TITLE 

Classic Roc\ng 
Colossal Adventure 
M.A.R,C. 

Muih room Mama 



7.95 
9.50 
6.95 
5.50 



Salamander 
Level 9 
PS5 



COMMENT 

Management simulation wiih great animation in the races 
First of o series of excehenr, large texr adventures 
Rescue slranded scientists in original spoce shoot-em-up 
Smooth vers ior 



DRAGON GAMES A-D 



TITLE 

finds Track 
fij'oc- Head 
Cos-hmon 
Cf i uckie Egg 
Danger Ronger 



TITLE 

Code ."Vcvne Mat 
Jewels c*f fiabylon 
Roland in the Co ves 
Roland in Time 



TITLE 

An fartic Adven tore 
Hyper Olympic f 
Hyper Olympic 2 



PRICE 

6,50 
7. 95 
9. 00 
7.90 

e.oo 



PRICE 

a.95 

6.00 
8.95 



SUPPLIER 

Incenlive 
Dragon Data 
Microdeal 

Microdeal 



COMMENT 

Excellent 3D maze-game with a bird's eye view 
Q*Bnrt clone on recta ngu fa* pile of blanks 

Entertaining and addictive 50 screen platform gome for one or two players 
Addictive multi-level game wiih deodly duck* 
Ajcodecdventvre wth Ko/?g-style element 



AMSTRAD GAMES 



PRICE 

17.95 
14.95 
14.95 



SUPPLIER 

Amsoft 
Interceptor 
Amsoft 
Amsofi 



SUPPLIER 

Konami 
Konomi 
Konomi 



COMMENT 

Excellent conversion of the 3D spoce gome 

Text/graphics adventure with 100+ locations set an desert island. 
Help the stranded flea escape from bizarre underground world 
Ten 1 i mes zon es a nd 5 3 Icku 1 i a ns i n th s te rri f ic p la rf orm go m e 



MSX GAMES 



COMMENT 

Get your penguin through the frozen, scrolling landscape avoiding seals and catching fish 
Four exhausting events in this great simulation 
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THE ARCADE WINNERS 



leased 

'MOW* 



SIDE-SPLITTING, SODA SLINGING 
LAUGHS AND SPILLS! 



THE OFFICIAL HOME VERSION OF 
BALLY MIDWAY'S ARCADE HIT 

Beny-busting Soda fountain fan, incfudfog. 
* Mtff- capped, soda-starwd. dammsring 
cowboys, sports tens, punks sad space 

imtur&s 

■ Ptes a head spinning Soda Bandit Bonus 
found Awesome color-packed action 
grapntes Just try to keep war toot as not 
JteMterf. crazy customers fifflz your bit 
tw another cold one, 




f 4y 




f 



US. Gold is stocked by 

(J^l r J3SEn!M. WILDINGS 
WOOiWORTH, WHSMITH, 

Rumbelows 

and 5pectrum Shops 



J** 





ufecturers for 



Centre Soft Unit 10, The Parkway Indu^Bl Cer 




4 Birmingham B7 41 V THephone: 



021-359 30; 



COMMODORE 
CASSETTE 

995 

DISK 

12 95 

SPECTRUM 

CASSETTE 

795 



flOJelex: 337268. 








ON A NEW GAME 



Send for full cptav r product broehufe (enclose a stamp) 
AlUgata Software Ltd.. 1 Orange Street, Sheffield SI 40W 




Hope you're not seasick or afraid of the water. Feel 
your knees bend as you roll the corners, your stomach 
churn as you jump the ramp and the terror of hitting 
the oilslicks and minefields The fully controllable 
speeds and superb 30 effects guarantee many 
absorbing hours on the ocean wave. 



£7-95 



HERE'S WHAT YOU'VE 



SAID 



"The standard of the programme is far, far better than 
we were expecting" alan daire. 

"Eureka! is superb. It's marvellous to have computer 
software of such high standard from Ian Livingstone" 

CAROLE SKAIFE. 



"It's taken over my life - I only have three hours sleep a 
night. I hated adventure games before this but Eureka! 
is brilliant!" anonymous caller. 

"Congratulations on producing such an entertaining and 
stimulating package" J. goodenough. 

"I would like to thank all involved for making such an 
interesting game, especially the riddles" 

NORMAN SCOTTER. 

" Please , give me a clue to the £25,000" 

CHARLES COOPER. 
(Sorry, Charles) 

"I hate this game. I seem to be missing all my favourite 

TV shows" ADAM BOWLES. (Poor old Adam) 




TELL US WHAT YOU THINK 




AVIROS 



Trade Enquiries: ANIROG SOFTWARE 
10 VICTORIA I ND. PARK, VICTORIA 
ROAD. DARTFORD. KENT. 
(0322) 32513/8 

Matt Order: 8 HIGH STREET, HORLEY. 
SURREY 24 HOUR CREDIT SALES 
HORLEY 02934 6083 
Payment by: P.O. - ACCESS - VISA - 50p 
POSTAGE & PACKAGING 




\n the year 2525 A D., time travel is 
finally perfected. Scientists of the 
project send you into the time void 
equipped with an armed, atl terrain 
vehicle. Your objective is to assist 
mankind in his various battles : from 
the prehistoric age to the aftermath of 
the final conflict. Onfy a successful 
mission can assure your return. 
Features include 'Hi-Score table, two 
player option, two skill fevels and 
continuous play facility 



Commodore 64 £7.95 



ALIEN 





Hi«ATOfi 
Sht.ShtUNNl 
4-Piih»EuIy 



EXECyTtffi OFFICER 



SC E4CE OFFICER 
SftPfir**. IrtrikMMi, Snlipnl ■ 
fectUMMlt) lllog ca 



CAPTAIN 
So- c. Dtpcndtblt Cij^gwui — 
ExetlltflltJ«Ji», 



ENGINEERING OFFICES 
Ptiyni 1 ^ Strong. La* i.& 
flDtmttHy taMI&ii 



3RD OF^lCE^ 
ftllrul, AmbJtipui. 



EW3i*EEH«G OFFICER 

CynlMl.flibiHioui, 
Unlruitwurtty UnNiasiaa. 



THE CREW 

Personnel 
files follow - 
yours to 
cornrnand — 
well almost... 



• • • 



SPECTRUM 48K CBM64 



Featuring 
the unique 

Personality Control System 



No, 1 GoJden Square, London W1 ft 3A8, Telephone 01-437 0626 ttk 



New Releases 



TOM THUMB 





Within the scrolling mazes of the six pyramids lie the 48 keys which will unlock The secrets of the ancient Egyptians 
Each maze can be viewed as a whole to help you plan your strategy and chart your way. You need superb timing to 
acquire the keys and fit them in the correct keyholes. The Vic 20 version also has six scrolling mazes and numerous 
perils to be faced as you collect the treasures in order to survive, 

J S. COMMODORE 64 VIC 20 16K £5 95 

BATTLE THROUGH TIME 









^^^^^ 








5 











This non-stop action adventure takes off with World War II spitfires, jet fighters in Korea and helicopter attacks in 
the Vietnam war. moving on through time to the murderous weapons of World War III. The mutant offensive brings 
about the end of civilisation followed by the dawn of pre historic times and the vicious pteradacktyls Excellent 
graphics and sound effects bring this seven stage "Battle Through Time" to life. 

J S. COMMODORE 64 £7 95 



2AGA MISSION 



CATACOMBS 



P.C. FUZZ 




A diagonally scrolling maze Iips ahead of you 
There are no enemy tighiprs nr ground hre to 
destroy you You have tofa I speed control of a 
highly manoeuvernnfe helicopter and it will 
hover while you work out your approach 
Absolute concentrator! is essential to 
complete ten stages of the ' Zao,a Mission" 



A sealed door bars your entry loan intriguing 
role playing nrivenlure Sequence of 
appropriate words sw*ngs the door open 10 
another location. Each location tfi shown in 
su per h graphics ro assist you inyour fig hi tor 
survival Save advpntuie facihty 



PC Fur? has nothing but 'his flying 
truncheon ru capture the money being 
hri-Tfllly spmted away bv the local mafia 
Jostled by punks on pogo sticks and wobbled 
by well oOert patrons of the local inns al rhr- 
closing time he pursues the villains wath 
vigour 



COMMODORE 64 



€ 7 9& 



COMMODORE 64 



£7.95 



COMMODORE 64 



f7 95 





Trade Enquires ANIROG SOFTWARE LTD UNIT 10 VICTORIA INO PARK VICTORIA ROAD DARTfORD KENT (03-2 2}S 2& "1 3 'B 
Mftil Ordor: B HIGH STREET HQRLEY SURREY 24 HOUR CREDIT SALES HOflLFV 02934 BOB:-. 
Payment by: P.O. - ACCESS - VISA 5flp POSTAGE & PACKAGING 



95 



HOW TO SAVE 

ON THE COST OF 

SOFTWARE 
AND HARDWARE 




ADD-ONS 



LOGIC 3 



LOGIC 3 



-fVIERlCAN 

OOTBALL 




erican Football 



MfliL-hilii 

Mo 

Argua Press 



Apart from his signature on ihe 
cover there are no otner sitjira « 
intererence by Steve b^ th^ 
doesn't in any way 
the qame, which is an e* cel,e ™ 
Dilce S programming. Mature 

hit - is that you can go bacK arm 
SttS. Jouf last shot! When 
voi ve just sunk the black when 
aiming for «-he yellow 
C's a uSS f^at^xel Bali control 
J ex client. l^J^^i^J 
over angle 



movement is really 
S^rah speech connected he 
referee makes gemmed hke 
-Ladies & Gentlemen quiet 

others that are totally 

incomprehensible. 

aiT in all this is an excellent 

a no very control i^ui*? 



Rating: 
■Graphic* 9 

Cnlowe! T 



Order cede' 



showing: altitude, temperature 

A^^eifent 3D game featuring 
*%^ooth. realistic graphics. 
Recommended. 

fitting*- '10 

SOUrtd I Order Cfld" 

Colour: B 

Daley Thompson's 
Decathlon 



Ration 



C e:t9&5 Club price: 

^ ric ^ Football is a strafe 
elation, with fast animated 
phtcs. Yqu do not oontrrf 
(ividual players but instead the 
1G le team resporxls to your 
;tructions- 4 . 
the action lakes place on the 
tah which occupy the top of the 

Beneath the pitch is the 
SclTd that gives all the relevant 

formation Thls 
ayed- minutes remaining, etc. mis 

abo where you enter your 
pmmands. Play can ,h * 
Witer or another oPP^ni. 

cample* game, but nevertheless 

uitLelo American Football *nd 
Comprehensive instructions. 

Pool 

16 

Joystick: 
No 

Cangoty: 
Simytelio" 
Publishir: 

CDS Micro 
Systems 



Price: 95 Club price: E4.4& 

A really excellent simulation of the 
JamHt P^l using the full sound 
Sd colour graphic. M*££g! 
the Spectrum to bring the action 
a nd element of the real game 
into your home. Use youf skill and 

udgiment, and play Hke the 
Wessio^ls. 1 or 2 plavf &™ 
SS demo mode. TO cnj ' pod 

game worth considering fervour 

16 or 48k Spectrum. 

Ratings; ID 

Steve Davis Snooker 

MaCriirtB" 

Spec i rum 
Manufacturer: 

CDS 

Wn-.iosvatP^ 5 




-3Q 



Rmp"*" 1 ™^^™ ; r , t ho Olympics, oi prpriapa 

D0 yoo yearn to drive a racing ^™£w=wrf coring "Or* 

hund-ad and Eighty's Ume a te t """^ no , in reality, then in 
Arc^.'Simvl^iorL ion of the best-chosen not 

e » C Hemen. and (on. Ha.e «• »w • hes ^ ttle wav the athlete 
only fo» thai, accuracy but alsc .for aOOM d tMon , or the 

scurrying around of the ban-hoy. _in iw re thor as much as 



ftr^iidr 
Publisher" 





Beach Head 



BI.MH-lllMt 



Joytiich: 

Optional -and 
r^fiHineiilble- hevs 
Cat*9orv: 

S^mula^io ,1 
siHiegv 

Publi-Slier 
Accost. 




Price: £7.95 
Beach Head is a potent 
combination of arcade - 
simulation and ^rategy resultmg n 
one of the most editing W most 
realistic games cunently wato bte 
for the Spectrum, As Admiral or 
the Fleet you have to decide 
between a fylHrontal assault or 
whShe. to try a surprise auack, 

channel which may ^ ™ e ^A* 
^^^^ 

commancJer, you have to^ght your 
way Through the enemy hald 
beach. If you like action you mast 
get this game. 



Spectrum. Choose fromtei^ i tracks 
fntluding Monaco Brands Watch 
an d Silverstone and from three 
cars one automatic and 2 with 
manual gearchange. Instruments 
Sespeedo, rencounter and 

™ei guegjs. As yc-u drive a^nd 
the 3D track you can see the nose 
otyour car, the wheels and 
steering wheel turning, andihe 

T ^Cessi V e3D ^cs. ^ou 
Ph oy 3D simulations, you must 
aSd cSeouered Flag to your 
collection. 

PaTingli: i 10 

„ . .„. a OrifllfiM^V: ' 

£j ra ptmica J w - ft 



Combat Lynx 
COMBAT 



^IjC^iirl*: 
4flk SpecLium 




Rating*: 
Co! nm 1 



10 
10 



OriginalrtY : 1° 
lrt(er*»i:- 10 
Order tod*: BE 



Chequered Flag 




Price i EG 90 

Competing against the computer 
you are Daley Thompson, facing 
ten gruelling events. t0 
n n the first day yc-u can choose to 
?omneteTn the 100 metres, long 
S3 shot-put, high jump a*d 400 
Ctfes The second day's events 

110 metres hurdles, d,scus r 
M™*uK end the 1500 metres, 
^the running events you an-j^te 
n a ev by eithet pressing two keys 

iumo The throwing events require 
KSe more skill and timing and a 

to get a take off ang e as nea r^o 
45 degrees as possible.^ the h^n 
i,,mn iudqe your take off ana tne 
time to fall without knocking 

3% bar. in the Pj-J^Jf^ 
the Dole as close to 90 degrees as 
you can and Plant it in the right 

1 lona lumps the crowd cheering, 

raping around, a<a d J°J™ o 
enjoyment of a B ood game, 

Rptings. .10 



Hachifio: 



PrVce:H 95 Quh price: t6 75 

aiirt the incredible success of 




Club price: E6^7S 

lv the most comprehensive 

an arcade ^ ulatl ^'Vme 

oS«^S^ 

bases. The number of ^ s J s ki|1 
depends on which ot tne ^ sk 
tpvels vou choose. 

Amund your view panei ^ 



Sound: 7 
Colour B 

Dartz 



Hacbm^ 

Mo 

Cpt«9Pry 

Simulation 



pi 



Price 



| L, Club price: E^.M 

At last -a good ^ulatic-n of^darts 
for vour home computer. Aim 

My at $ *<*«X™ 
^i-^int I he number of pints 
a voX had tonight, and tha crov«J 



U0GIC3 



weapon 



and 



C*. realistic ffw 



r.t 



loo 



Sinciaii 
Publish- 




>« :Cb W rtct the co^^ 

?he pole as dog '^ t ^««<4K 

*Lrt remember lQ TtieT isi^ °^ 
street ***** goa e tt 

_ ., .10 



«i "J ■ r 

Sound. ? 



u & in 
^ as 

oi'"- 

Tj.jicri^ 
s paries to 

h fa ^ 




W H3 



DO 




Lnt *TB«. 9 



Club p TtCt * t4 '°° 

lon ot darts 

accovnl the ^ the 0 

you've nao 





BSS?SSS»fc 
StiSSSSBS. 

over £10) season 

interface ^'^m add-on 
ultimate Spectrum ^ M be 

q^cMv » ve °S I both powerful- 

featuring * n „ 
andean™ use- . 



SSgSfc ciuBsuccBs c-- . w — aS s!». 

read the reviews w ln ft, ^ of 10.000 me t Loglc 3 s Stan *• 

Tony Toll f :^"!L access as foUo __ on tor the club to try 
Club, ^W*; 1 * S " here is no more to pU rehase a 

person ha* l^^^o rt * 0i1 *^ Our Club * 
support Its F rl 

certain numb n0 oWta*"" to pure pressurt 

mm MembefS */° m n u *to choose only 

is on u s to ^ t anC i 



then s^ we ^V'\ur answer* W. 
Qua artf fltJlSS rV™»* WflU 

awarded to tnern^ 
entries drawn. ^ eSe 

desirable ^KmaKP »*S 
don t ^ave 11 i!£el Logic 3 bef of ■ 
your entry reati" 
the closing 



unrfsri*""*'"* 9 " 
Design vo"'*""'- 



61S*^ff^r.iub »•» •»™» , '« ,o ,:, , M 



13 and discounts or* inTn p»y OFFtH 

n uiv C3 00 PER YtAn 
MEMBERSHIP »S ■ OMW O. 

™ < Equant W Ort¥ QR0ER 



,s on us to enow and 

a | S o take a den t 
reviews °"»»™/ doo)>t like 

uj* are not aTTaiw 

lon \ riuh rn embers a 
ottering Club me n 

running Y e = s ginning 

new members tthe 

main obiective « 

* ZIZ our service to 
improve o" gnd 
members strll forth 

thedub^ta'09 . wuhthe 
proper itiW«' n ^ offthe 



LOGIC I 

SOFTW 
PAHEL 1 

. i "^.-^'» J rrfl nil 



computer*^™ 
workasa ) oU | 

Andrew Goltt.*|! 
.pent 6 years 

Jk and lnter^ 
^tiga^Co^ 

tnird parly 5°*! 

Bliss Healer 91 

S^ooiof^f 
tran^aiedbu*; 

f^nch r cur r T 
design ofgrar 
software. 

Tony tolled 
former iouri 
business apj 

sell 



Qj eetahSoft presents... 



PERILS OF 



DEAR GCORGC 



can you Nip Nm tunriv* unb— nbfr hizwtis m tfrw fonat and d*»p cow of tfn 
mountain*, And than Nva through hibernation? 



SPECIAL 
IIMIIOV 

for 

COMMODORE 64 
mailable Now! 
nly £6-95 




n '» ■ 1 i ill S'. jf f Ltd 

J 4 Ru> Sf 1 1 ■( *t, 
L^rtjffen EC1R3DJ. 
Tel: 01 8334733 






50^ 



too**' 





a ■ ■. n n 





payable to "ICON" or 
quote toui cfrfldit card no 



Selected titles available from: John M&nzies, Co-op, 
Harrods, Wildings, Granada and most good 
computer shops. 

Dealers contact Centresoft, Express, 
Tiger, Drakes, RStR. 



65 HIGH STREET, GOSPOKTH, TYNE & WEAR. NE3 4AA. 
TEL: (091) 2M6966 



1 




Up to £20,000 advances payable for programs suitable for 
marketing in the UK , Europe, and the USA* 



VIPER 

T 

/ 



C*5.M. (Consolidated $ol\wttfv Marketing). 

^uitf 40, Strand HouSL",.GroQl West Rood, Brentford, Mido** 



9EX Tel 01-560 4191 



PCG February issue is out January 17th. Only 75p! 



KNIGHT LORE THE MAP 



World's greatest 





1984 saw the arrival of tow 
price micro garner in their 
thousands. Half a dozen com- 
panies are currently slugging 
it out in the under £3 range, 
Much of what they offer is 
mediocre and some is appall- 



ing, but hidden amongst the 
dross, a few titles stand out as 
cracking bargains. 

Which are they? Nest 
month we reveal the bargain 



Sabre Wutf f Underwurtde and now Knight Lore — 
PCG's maps of Ultimate games ore becoming quite a 
tradition! Our Knight Lore map will allow you to 
concentrate on getting through that castle as effi- 
ciently as possible from any of the different starting 
positions. 

After all, if you're to have any hope of solving the 
gome you can't afford to waste ti me gett i ng I est. 



AMAZING NEW TITLES 



BOULDER DASH - 
THE METHOD 



In this issue we named Boul- 
der Dash on the Commodore 
64 as our favourite game of 
1984, fit's, also available in a 
slightly less playable form on 
the Spectrum.) Next month 
well be giving a detailed 
series of playing tips on the 



game - including tested tech- 
niques for cracking the more 
difficult screens, 

Also, look out for a great 
competition to track down 
Britain s best Boulder Dash 
players. 



Already our list of reviews for 
February looks very special. 
There's a Spectrum athletics 
simulation which has had our 
re v i ewe rs e n grossed fo r h ou rs 
but doesn't involve joystick 
waggling! There's an Amer- 
ican multi-stage, all-action, 
modern-day adventure on the 
'64 with astounding anima- 
tion. And there's a smash hit 
on the Oric based on a de- 
partment store 




will also review: 

Backpackers Guide to the 
Universe - can it live up to its 
billing? 

Staff of Karnath - can Ulti- 
mate transfer their magic 
touch to the '64 7 

Spy v Spy - a breakthrough 
in two-player action? 

All the answers next 
month from the magazine 
which names the top micro 
games. 



More tips on Elite horn star-struck Beeb players 
A great Vic 20 chariot roee in the Challenge Chamber 

news and playing 
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Gremlin Graphics... 
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INTERCEPTOR MICRO'S 

Lindon House, The Green. Tadley, Hants, England 
TEL: (07356) 71145/3711 TELEX: 849101 




BENEFITS ON JOINING INTERCEPTOR 
SOFTWARE CLUB 

1. Up la dale informal ion en new releases, 

2. Free posters % oJner promotional aids, 

3. Special cJuli member discount. 

4. Help club tor Interceptor advenlorc player: 





> . 

r I S. Special niters on blank data cassettes 

w' FRRR MPMRRR5\HIP 



ER 




''commocfcir 1 ** $\ 
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Please 



tick your Computer 

COMMODORE 64 
VIC 20 
SPECTRUM 
AMSTRAD 



M S X 



DON'T DELAY! POST TOO A/ 
Interceptor Software Linden House. TVie Green. Tad'ey, Hants. England 




When you join Interceptor Micro's new software 
you will receive free posters, Wewifl afso keep you up to 
date on all our new releases, and include a lisi of special 
offers on some of our latest games. Available only to 
members 

NAME 

ADDRESS 



